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Chapter 1: Introduction 


Caption: The Crest of Erdan embossed on the typical green tapestry patterns. 
Erdan Darante 


Elements, four of them in all, creating the known world to all living beings. Fire; 
the ravaging cleanser, Air; the chilling sweeper, Water; the crushing giver, and Earth; 
the solid enforcer. Such mystical, magical, & powerful abilities does our universe 
wield, balancing every down with an up. 

Now, one might say that the universe is made of two sides; evil & good, dark & 
light, male & female. The Rule of Three dictates differently; as evil, good, & 
innocent; dark, light, & horizon; male, female, & offspring. With this balance and 
the combination of the four elements the universe is complete, running in harmony, 
correcting itself where we make mistakes. 

By this model does the Council of Erdan operate. 


-Quotes from Erdan Darante, The Formation of the Council: Book I! 
1487 DR 


Erdans Homebrew: Dungeons & Dragons® 


3 


Spread across the multiverse; encrypted, buried, lost; lay innumerable amounts of 
information, lore, and stories long passed from memory. Few individuals get the rare 
chance on unearthing a lost tome or artifact, getting the thrill of a new discovery or 
the evil setbacks of a cursed object. Think of the powerful flow of adrenaline when 
you pull from a ancient ruin or of out a burial mound a golden brooch, or coins with 
unnamed rulers upon them. This exact thrill Erdan Darante, an brave if not resilient 
adventurer, built the Council of Erdan upon. 

Found nestled within the forced Domain of 
Delight in the Feywild of the Misty Forest on 
the Sword Coast, on Toril, the world of the 
Forgotten Realms setting, the Council of Erdan 
makes its home. The Domain of Silverleaf 
nourishes and protects the Councils primary 
meeting hub from harm while allowing for a 
peaceful location to organize and operate. 
Encrypted deep within the halls of the Council 
an expansive archive lays, the fabled Libraries 
of A’lore. 

From the sweeping wood-carved halls to the 
plentiful forest edges the Council of Erdan 
sends scouts, soldiers, and adventurers alike 
to search and unearth lost knowledge across Caption: Crest of Erdan. Erdan Darante, 
the Multiverses. From the north to south of een 
the Sword Coast in Faertin to the numerous 
Bays of the Blood Sea of Istar on Krynn. From the ancient temples in the Desert of 
Desolation on Oerth to the deepest pits of the Abyss and highest peaks of Mount 
Celestia. 

Many Adventurers from across the multiverse might side the with Council of Erdan, 
sign a contract to remain righteous adventurers before embarking on their respective 
missions. The Council of Erdan sets the perfect balance between having certain 
freedoms, doing good in the world, and rules to abid by. Uniting many parties of 
future adventurers under a greater entity than even the highest ranked members can 
come in contact with. 

An mysterious ancient entity and archfey only known as the Great Old Oak watches 
of the Councils true heart and main operations. The Great Old Oak allows for a tight 
knit community to be created within the Council by providing food, water, shelter, 
and space. Not even Erdan Darante fully understands the entities full extent but 
works as a middle connection between the Council and the Great Old Oak. Somehow 
the Libraries of A’lore also tie in with this entities powers as many new vaults have 
been discovered, giving access to a few of the highest members to Libraries across the 
Multiverses. 

Overall, from the stand point of anew member the Council appears as a safe haven 
from the tumultuous world outside the domain. Food, clothes, water, space, 
downtime, and routine are provided within the Council of Erdan perfectly fitted for 
adventurers from all of the worlds spread throughout the Multiverses. In addition to 
the comfort and cultural, ethnic, and racial diversity of the Council of Erdan, struck 
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rules and uniform codes present a bold statement to the world and every member of 
the organization, nobody defies the Council of Erdan! 


Using This Source 

This 109 page PDF details the history, location, and structure of the Council of 
Erdan. This supplement takes place in the Forgotten Realms® setting around the time 
of 1496 DR, but can always be altered to fit into newer times periods. This 
supplement is optional for any DM and player to use; and can adjust, modify, or 
change anything within it to suit their needs or simple use it as an inspiration for 
other similar organizations. 

This D&D content was made for 5th edition D&D and will reference the D&D fifth 
edition core rulebooks (Players Handbook, Dungeon Master’s Guide, and Monster 
Manual). 


Text that appears in a box like this is meant to be read aloud or paraphrased for the 


players when their characters first arrive at a location or under specific 
circumstances, as described in the text. 


In addition, when a monster or NPCs name appears in Bold type, reference the 
Monster Manual or Appendix C for its statistics. Spells and equipment mentioned in 
this PDF can be found in the Player’s Handbook or Appendix B. Magic items are 
described in the Dungeon Master’s Guide as well as Appendix B. 


Abbreviations 
The following abbreviations may be used throughout this supplement and adventure 
hook. 


pp = platinum piece(s) hp = hit points 

gp = gold piece(s) NPC = non-player character 
sp = electrum piece(s) XP = experience points 

ep = silver piece(s) STR = Strength 

cp = copper piece(s) DEX = Dexterity 

AC = armor class CON = Constitution 

CoE = Council of Erdan INT = Intelligence 

DC = difficulty class WIS = Wisdom 


DM = Dungeons Master or Game Master CHA = Charisma 


With the above information you should be ready to more easily read through and 
follow the deep roots of the Council of Erdan. 
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Chapter 2: History 


Caption: Gates of Barovia just as Erdan sighted them in his travels. Jedd Chevrier, 
https: //jeddchevrier.artstation.com/projects/6BZKx 


| was born when Strahd von Zarovish was at his peak of reign. My father, a human 
sorcerer and my mother, an elf sorcerer, were killed by Strand right in front of me 
when | was 8 years old. Traumatized, | vowed to end the life of Strahd. | trained 
hard, Day in and day out. | trained in the way my father was, the Way of the Shadow, 
| became very good. | woke up one day with a pain in the back of my head. Once my 
senses came to me, | realized | was inaa tomb or a shrine of some sort ( the one 
where my other character died by the flameskull) With no food nor water, | somehow 
survived a week in the tomb. | was about to lose hope when! heard a voice. A few 
voices... 


Chumvi Konohamaru Vashkartsen, describing his past to his newly met friends, Erdan 
and Syllin, in Barovia. 
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Long long ago a brave ranger came from a distant and unhear of land after surviving 
its perils. His name was Erdan Darante, a young experienced ranger originally from 
Halruaa. He had gotten captured and came out alive from the most powerful 
demi-plane found in the shadowfell. This demi-plane was made by one of the most 
powerful undead to live, Strahd von Zarovich, a vampire which Erdan had killed with 
his friends and managed to escape back to the Sword coast. After escaping from a 
demi-plane ruled by the undead he had a deep chip left in his shoulder against all 
undead. Many years later Erdan set out and swore an oath that all undead would be 
annihilate from Faertin. The chip Erdan had on his shoulder grew and grew until he 
established a Council called The Council of Erdan. 

This was many years ago, 
before the Council of Erdan 
had any influential power 
and foolishly proclaimed its 
purposes to the wider world. 
As the years went by, the 
Council, as it is usually 
called by none members, 
grew in military power but 
also a target. The Council of 
Erdan sent small military 
groups to Chult and south 
along the Trade Way to 
Baulder’s Gate, seeming to 
influence greater powers — — 
while fighting its own battle | Caption: Map of Barovia. Mike Schley, 
against the Undead in those https: //mikeschley.com/the-land-of-barovia 
regions. Peasants and 
commoners flocked to the outposts and gates of the Council’s safe adobes as nobles 
spread rumors of its corruption and evil purposes. As with many other situations like 
these, the nobles won. The Council of Erdan was retaliated by false word of devil 
worship and the secret massing of Undead to be used against the powers of major 
cities and settlements along the Sword Coast. 

Within a few years the Council of Erdan was so beaten by public hate and shame 
that even Erdan dared to step out of his house in Daggerford. The nobles of Baulder’s 
Gate and Port Nyranzaru kept up their war of blame to the point were many outposts 
were abandoned and members of the Council burned their uniforms. Between the 
three outposts in Chult, Fort Greenleaf was even overrun by the booing city 
commoners before being vandalized and given to the Merchant Princes. Baulder’s Gate 
was no different, the two outposts in the countryside of Baulder’s Gate were 
abandoned by the men posted their as a few Flaming Fists were ordered to clear the 
mobs. The few years after the Council’s expansion were the worst in its short 
becoming. 

As of 1496 DR the Council of Erdan is still run by Erdan Darante and his top men, 
consisting of 3 Guards, 3 Rangers, 3 Druids, and 3 Crafters who act as councilors, 
advisors, and power distributors. The whole council has a total of twelve council 
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members and many other operatives in 
lower ranks. The current Council members 
are Syllin Stagnosa and Ivan 
Boudlershoulder, representing the 
Council’s Guards; Erdan Darante and Eco 
Acrman, standing for the Council Rangers; 
Immeral Sunstar, Pikel Bouldershoulder, 
and Chumvi Konohamaru Vashkartsen, 
being the Councils Druids (basically good 
aligned spellcasters); also Finnian 
Hilltopple, Bodrim, and Nurgle, working as 
the Councils Crafters. The Council is run by 
a number of the high Council members 
when Erdan and the other Council 
members are not present. Every high 
Council member has a different job which 
interlock/work with every other Council 
member. This makes The Council of Erdan 
a busy and harmonious community 

a reaching even the highest ranks, within its 
hidden archives and complex network. 

The Council’s base of operations is 
located in a semi-demiplane in the 
feywild/Misty forest in the Daggerford 
region. The Council’s total members 
extent far and wide yet stay updated about the most relevant events and happenings 
of the broader world. More that 50% of all the Council's members are part of the 
Harper faction and about only 35% of the whole Council of Erdan being part of no 
faction other than the Council. With the overlapping and close tyes to the Harpers the 
Council of Erdan is sometimes considered an off branch of the Harpers by people who 
are not members of it. 

Because of the Council’s location and its vast net of operatives it can view the 
whole Faertin with an unblinking eye. In addition, many elves, gnomes, halfing, 
half-elves, dwarfs, druids, fighters, mages, and rangers have joined the Council and 
act as ears and eyes in uncharted places all over the material plain and a few plains 
of Dread. It is said that once the Council of Erdan retreated into the Misty forest it 
was destined to guard a Shadow crossing deep within the forest, one which Erdan 
might have traveled to get into Barovia many years before. While the Council’s hall is 
located in the feywild, rangers and druids of the Council of Erdan can be sometimes 
spotted in the Misty forest’s dark depths. 

Before 1487 and its downfall, the Council of Erdan was a military faction which 
displayed waving green banners and blazing green uniforms. The Council would face 
Undead in many frontal skirmishes which usually ended with some casualties on the 
Council’s side. The worst battles were staged in the overrun jungles of Chult were 
more than 50 individuals had perished. Compared to the number of dead to the 
number of vanquished undead was about 1 living to 5 undead. Across the Sword Coast 


Caption: Erdan’s fabled Sunsword which he 
acquired in the Tomb of Sergei, the brother of 
Strahd von Zarovich. Unknown illustrator. 
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the Council saw little combat but more harassment. Even the crowds of peasants and 
commoners slowly dwindled away as the nobles swiped the Council of Erdan from 
their lands with their backhands. 


At the end of the year 
1487 Erdan decided to 


withdraw all of the Council’s ie 1 
members from the many The Gouncil oF Erdan 
outposts because the Council Fst. 1485 DR 


was not able to support such 
far exploits. With the 


Council of Erdans numbers This plaque marks the original congression of the founding 
and popularity declining the Council of Erdan members, who established the Council 1485 
Council went into hiding. For DR, the year of the Iron Dwarf’s Vengeance, Laid and carved 
a whole month the here by Velkora Ashenwell on the 4th of the Claw of Storms, 
settlements around the Misty 1488 DR. 

forest told rumors of the last ee Suis Seite ¥ 


Council members entering 
the foreboding forest and 
never returning. Some 
villages said that as the sun 
rose over the hills a long 
procession of greenly 
cloaked and hunched figures 
marched into the depths of the Misty forest to never reappear. A few accounts of the 
Council’s march into hiding told of a half-elf warrior leading this march who held a 
blazing blade as pure as the sun in from of his face as the sun roze behind him. 

Erdan and his Council ended their initial rising to power with a sorrowful retreat 
into the Misty forest. Nobody knows quite what happened in the dark depth of the 
forest but a couple months after their solemn retreat solo brown-cloaked rangers 
started to post themselves around the smaller settlements. These mysterious rangers 
did not were any of the Council’s uniforms and some even denied that the Council 
ever existed. Many of the poorer settlements began to appreciate the rangers 
company in their hamlets and villages as common threats subsided due to the rangers 
dealing with any problems the locals could not solve. 

Deep within the woods of the Misty Forest a small knit community started to weave 
itself. This community works in similar ways as the Harpers do, and even could be 
considered a branch of the Harpers. The Council of Erdan thrives in its hidden, 
magically shrouded adobe working together to create and expand an incorruptible net 
contacts and informants. Only in recent years has the Council reappeared, aiding one 
side in small skirmishes with information and strategic tips. The nobles of Daggerford 
have come to understand how important the hidden Council really is as more and 
more villages become safer from threats under the vigilant gaze of brown-cloaked 
rangers. 


Chumvi Konohamaru Vashkartsen Immeral "Variz" Sunstar 


Caption: The Council of Erdan Established Plaque, 
created by order of Immeral by Valkora Ashenwell. 
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Erdan Darante’s Backstory and His Many Deeds 
A translation from archives of the High Temple of Mystra, Mount Talath, Halruaa 
12 Nightal 1506 DR 

Erdan Darante was born in Halruaa, his parents were in charge of their airship and 
their job was to find communication with the outer world. 

Erdan’s father was a Half-elf and he had a wife which was a Human. Berrian Darante 
was a skilled airship man and had owned their marvelous airship for years. The airship 
was the only home Erdan 
ever knew. When Erdan 
turned 16 his dad gave him a 
pair of beautiful blades 
crafted by a Halruaan 
weapon smith long ago. 

After Berrian’s airship 
reached other lands, Berrian 
tried to find out how to map 
out the passing area. One day 
above an unknown terrain 
the airship stopped as Berrian 
and his wife went out to fix 
the problem, a engine 
exploded in flame! Erdan 
which was still 16 and 
already proficient with his 
blades quickly cut the danger 
loose. This caused the airship 
to start loosing altitude. 

Once the airship fell to the 
bottom of the wilderness 
below Erdan set out with his 
family through the forest. 
After many weeks of 
traveling Erdan turned 17 and 
started getting used to the Caption: The airship of Berrian Darante, Erdan’s father. Erdan 
forest. Darante 

After another year in the 
forest and at age of 18, 

Erdan lost his parents. As in the forest a bright red light shown from out of the foliage 
and suddenly out popped a horde of demons. The demons slaughtered Erdan’s parents 
and Erdan barley managed to run into the forest. 

Long once the demon encounter Erdan was 23 and a skilled ranger because of his 
time in the forest. After finding and passing many settlements Erdan came to 
Daggerford a bigger town and starting point for an adventure. 

Erdan wanted to find Waterdeep and finish his fathers job. But in Daggerford, he 
met a group of adventurers and was asked by the mayor to find out the business of an 


Erdans Homebrew: Dungeons & Dragons® 


10 


unfriendly caravan outside the city walls. This made Erdan become one of the many 
adventurers to enter Strahd Von Zarovich’s land. In the land Erdan found a necklace of 
adaptations and it enabled him to get a moonblade. In the Amber Temple Erdan came 
upon a pact with a demon to be able to walk on ceilings and walls! 

Erdan is unsure how he got out of Barovia after killing Strahd but he found himself 
in a land in the Feywild! In that Planehe became a very experienced ranger and after 
many years of exploring found a way to make a demiplane just like Strahd’s. This 
demi-plane became the seat of the Council of Erdan and a power to rid the world of 
demons and other evil creatures Erdan did not come out of Barovia with his 
moonblade or his pact but did learn a many useful things. 

Now Erdan is 51 and a very powerful being. He is also powerful in the mind against 
demonic powers because he himself had quit a pact with one. 

None shall defy the Council of Erdan! 


Ezio Auditore da Firenze 

3 Eleint 1488 DR, Elevin Loremaster 
In the year 1488 DR 3rd of The Fading, the famous Florentine assassin Ezio Auditore 
da Firenze found his way into the domain of Silverleaf. It is unknown how Ezio 
appeared in the domain but through some major coincidence of portal travel Ezio 
came to Silverleaf. At the same time of this occurrence, Ezio had the priority of 
searching for the Apple of Eden. Two months prior to his appearance he had gotten in 
possession of the Apple of Eden 6 and lost it where upon he planned to travel to Forli. 
Some sages speculate that in a parallel coincidence before the assassins departure to 
Forli, Ezio must have attempted to contact a conjuror who might have opened a 
portal to Toril. Since Ezio would have used a coded message to the “black” magician 
and both Toril and Forli would have been anagrams for each other if the F hand been 
mistakenly written as a T. Once the wrong verbal spell component might have been 
used, Ezio found himself in the domain of Silverleaf (being teleported to the Misty 
Forest, the material plane location of Silverleaf). 

During his short stay in Silverleaf, he was able to gather some information from the 
Libraries of Al’ore which he secretly forever wished to visit again. Unbeknownst to 
Ezio the library housed the Apple of Eden 8 in the grand astronomical machine. Before 
Ezio fled he killed many Council members and was nearly stoped by Eco Acrman and 
Nurgle. It is unknown how Ezio returned to Earth and continued his travels to Forli and 
reacquiring the Apple of Eden 6. 


The Witchlight Carnival 


3 Eleasis 1488 DR, Elevin Loremaster 
The Witchlight Carnival visited the outskirts of the town of Daggerford on 3 Eleasis, 
1488 DR. Many folk from the surrounding settlements flocked to the Carnival grounds, 
some Waterhavian families even brought their children on the 140 mile trip just to 
enter the Carnival. In addition to the amount of children entering the Carnival, a few 
cases of unwary adventurers and travelers going missing to after visiting the Carnival 
to never be see again, or found years later in younger and more youthful states. 
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The fortunate Eco Acrman and Nurgle along with their adventuring group were 
discovered by some of the Council’s Rangers who brought them to the domain of 
Silverleaf. Originally from Daggerford, Eco and Nursgle have risen in the Council ranks 
with great speed and admirance. Their adventuring band was located after Skabatha 
Brightstraw’s lair was burnt, and the great smoke column it sent into the air. The 
domain of Skabatha is named Thither and is one of the three splinter domain of 
Prismeer, a Feywild domain similar to Silverleaf (originally ruled by Zybilna, or Tasha 
as she is known throughout the world). The rangers who discovered the adventure 
party must have entered through a warp in the two Feywild domains as they shared a 
border with each other before drifting away. 


Witchlight Timeline 


V 


1432 1440 1448 1456 1464 1472 1480 
eee 


1424 
ee 


daspisyem 
pjopiasseq , FS 
[oe] 


Witchlight Carnival Travels to Faertn 
e 1480 DR, the carnival is stationed outside the walls of Waterdeep. 


e 1485 DR, 3 years before the carnivals second coming, the drastic events of the 


year of the Iron Dwarfs Vengeance occur. 
e 1488 DR, the carnival visits the Sword Coast, this time stationing itself right 


beside Daggerford! 
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Chapter 3: About the Council 


Caption: Council of Erdan members: A, Guard; B & C, High Guard (silver brooch). 
Mandrykart, https: //mandrykart.wordpress.com/2014/10/02/shadow-of-mordor/som_07/ 


The branches of a great Oak tree reach the skies, allowing any brave enough to 
scale its great truck, and see the wide rolling world. As an Oak tree, such also a giant 
Ash. But always when one climbs the highest branches are they finally revealed the 
beauty of the view, the peace of the highest branch, and the understanding of the 
world beyond. 

As one climbs the caste system of the branches and leaves of a great Oak, glimpsing 
the enlightening view through the foliage, only when and when they reach the top do 
they find what they seek. Along the way they climb, they might fall and hurt (as bark 

and branches are not soft wool), but keep pulling themselves up to the top. 
Such is the principal of the Council of Erdan. 


-Quotes from Erdan Darante, The Formation of the Council: Book | 
1487 DR 
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Order and routine keeps the Council of Erdan in perfect cooperation and balance. 
The strick rules of the Council are offset by an equally full list of privileges each 
member may gain access to, under the conditions that they follow the rules first. 
When a member is first initiated into the Council they gain the necessary supplies and 
uniform used in their field of work before being provided the food, water, and shelter. 

Breaking the rules on the other hand results in very strict consequences and magical 
memory alteration. This system of checks and balances is upheld to the fullest by 
every member were at the top the twelve Council Chancellors decide the greatest 
disputes and future missions of the Council. Being built up of four separate branches 
each branch possess three Council Chancellors in the top twelve. 

Through military strength and a vast 
network of magical and mundane means 
the Council of Erdan has been able to 
make contact with even the remotest 
location the multiverses including Earth. 
Although the connection is very weak a 
few incidents have allowed the Council 
to set foot onto the lands which we right 
now populate, a world without the 
Weave or magic. 

Due to the tremendous power of the Caption: A corner in the Council Hall with maps and 
archfey which rules the Domain of diagrams. Unknown, tumblr.com 
Silverleaf, many members who spend 
long enough between the ranks of the 
Council actually gain some psionic communication powers between other Council 
members. Some warlocks have even started to patronize the Great Old Oak in return 
for untapped and mystical powers beyond any sorcerer or wizard. 

Overall, the Council of Erdan represents a community which many adventurers may 
come to call haven. Fighting and gathering lore for under the green banners of the 
Council and the memorable Crest of Erdan. The simplicity of the Councils ways, rules, 
and privileges is just a veil of the complexity which truly allows for such a great 
organization to arize, just like in nature everything appears simple but complex when 
looked closer at. 


Council Goals 


Goals of the Council: 
e The observance of the world: 
o To see the unseen while not being seen by the unseen. 
o To maintain a clear free view of the world through gaining of 
knowledge. 
e The archiving and keeping of lore and knowledge: 
o To keep the unkept secrets and magic locked safely away. 
o Give freedom to the unfree through teaching of knowledge and 
keeping the free from being unfree by knowledge. 
e The tracking and influencing of world events without corruption: 
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o To undermine any impactful risings and/or happenings. 
o Achieve all and every mission and goal without being tainted by 
undeath or cheating out of death. 


Amongst the Council’s ranks are many, elected by vote; lower druids, lower rangers, 
lower guards, and lower crafters. In those ranks are found many different positions 
and handicrafts. All of the four quarters of the Council, also called “branches”, have 
to interact with one another in every day jobs, thus making and strengthening the 
bonds between every branch and individual. The only language spoken in the Council 
is a modified version of sylvan for easier communication because of all the many 
different tongues. This sylvan can be understood by fey but sounds short and bird-like 
to common people. This sylvan language also is only spoken made specifically to 
communicate basic information even over long distances with calls and hoots yet still 
pronounceable for the human tongue. This form of sylvan is called Laeveneth. 

The Council has many rules which can only be modified by Erdan himself. A rule 
which has not been changed for a long time is the permission of wearing holy symbols 
of good aligned deities. The rule is as following: 


The Council's druids; but also guards, rangers, and crafters can believe in any 
good aligned god of nature, wisdom, or life. These gods can be symbolized on 
a pendant the believer wears. The holy symbols may be worn at any time as 
the wearer pleases. 


An rule which used to be incorporated in the old Council’s list was as follows: 


The holy symbol may not cover the Crest of Erdan, and the Crest of Erdan may 
not be treated as a holy symbol but a badge of what you represent. 


This rule was removed as the Council when into hiding because members after 1487 
DR did not wear their green, crest-embossed uniforms but rather customized their 
own cloths and armor into greenish hues. The Council of Erdan used to wage war 
against undead in the open field through shear military force but Erdan and his small 
band of elite advisors have learned off of the mistakes of being so bold. The following 
system of operations is how the Council of Erdan functions: 


By never being brought out into the light we fight the dark. Through the use 
and joining of more influential and powerful individuals and states than us we 
can seccessed, but never do we abuse out allies. Information, knowledge, and 
lore will strengthen the individual and community as a whole. Our network of 
informants and protectors is closely knitted and our archives full of ancient 
knowledge. 


Erdan Darante, as he writes into his journal directly after following the humiliating 


decline of the Council 
1492 DR, On the location of the Libraries of Al’ore 
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Council Ranks & Positions 
Erdan Darante, Formation of the Council: Book II 
1487 DR 


A few distinguished ranks and positions 
exist within the Council of Erdans complex 
— societal community. These ranks give 
certain individuals certain perks as well as 
special designations of their chosen field(s) 
of speciality. Take for example Erdan 
Darante’s current ranking and position: 

Erdan Darante’s current ranking and 
position could be broken down into his 
~~ Council Ranking (representing his total 

) renown within the Council), Military 

ranking (since Erdan is a able fighting 
ranger), and other craftsman/ keeper 
skills. Erdan is a Council Chancellor as well 
as a Major Ranger and a Council Founder. 
Besides all of this Erdan has taken up being 
a Musician at the Apprentice level. 

Together, Erdans ranking and position 
would be stated as Council Founder, Major 
Council Ranger, & Apprentice Musician. His 
designations would include a electrum 
clasp over his cloak (Council Chancellor), 
along with a pinned green veined leaf with 
a golden 4-leaf pendant attached to it 


Caption: A veteran High Ranger (silver brooch). (Major Council Ranger) anda 
Richard Philpott, 2 i 
https: //www.artstation.com/artwork/YQwAq harp-crossed-flute emblem with no tassel 


(Apprentice Musician). 


Rank name _| Description Designati | # of 
on memb 
ers 


Council Rankings 


Any individual who has signed and is still active 
in the Council of Erdan and possess 1 renown. 


Erdans A Council member (Ranger, Guard, Druid, or bronze many 
member Crafter) who have reached 3 renown. brooch 
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Rank name _| Description Designati | # of 
on memb 

ers 

High A Council member (Ranger, Guard, Druid, or silver few 

member Crafter) who have reached 10 renown. brooch 

Master A Council member (Ranger, Guard, Druid, or gold few 

member Crafter) who have reached 25 renown. brooch 

Council A Council member (Ranger, Guard, Druid, or Electrum | 12 

Chancellor | Crafter) who have reached 50 renown. Only 


three from each branch can gain this 
designation. 


Council Branches (used with the Council Ranking) 


Ranger Works in scouting, ranged weapon wielder pin, green | many 
and/or reconnaissance field. Usually enters the | veined 
Military Ranking and rarely enters other leaf 
Positions. 

Guard Works in the warrior, melee wielder, and/or many 
fighter field. Usually enters the Military Ranking 
and rarely specializes in any other Position. 

Druid Works in the magic user field. Rarely enters the |pin, blue |many 
Military Ranking but is highly valued if does. flame 
Usually specializes in Craftsman Positions. 

Craftsman Works in the artisanal, operative, and/or craftful | pin, runed | many 
field. Usually specializes in one or more of the wooden 
Craftsman Positions. 

Craftsman Rankings (used in title with Craftsman Position) 


Apprentice | First rank within a specific field. many 
few 


Second rank within a specific field. 
Mentor Third rank within a specific field. A blue few 
tassel 


Fourth rank within a specific field. 


Military Rankings (used with Council Branches) 
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Rank name _| Description Designati | # of 
on memb 


Sargeant First rank within each military branch of the A gold 
Council of Erdan. three-slit 
green 
ribbon 
Lieutenant | Second rank within each military branch of the j 
Council of Erdan. 
Captain Third rank within each military branch of the 8-12/ 
Council of Erdan. branch 
Major Fourth rank within each military branch of the 3-4/ 
Council of Erdan. branch 


Craftsman Position (used in title with Craftsman Ranking) 
Cook Tasked with preparing and serving food to emblem, 
Council members at meal times. pot & pan 


Baker Specializes in baking a vast array of food 
l including non-perishable rations. 


Tasked with working in the metallurgy and 
blacksmithing fields. Creates and repairs tools, 
items, and objects of metal. 


Specializes in crafting and repairing golden 
objects and items, including also other fine 
metals. 


Silver Specializes in crafting and repairing silver 
objects and items but primarily works with 
weapons to silver. 


Specializes in smithing an array of metal 
weapons, blades, hammers, and spear/arrow 
heads. 


Specializes in creating and repairing an array of 
metal body protection including shields and 
armor. 
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Rank name _| Description Designati 


on 


Tinker Specializes in tinkering and machine work. 
I Usually creates and repairs machinery quite 
foreign to the common races understanding. 


Tasked with feeding, cleaning, watering, and emblem, 
healing (if case arises) the animals, mounts, and | squirrel 
messenger animals of the Council of Erdan. silhouette 


Keepers Organizers and archivists of all sorts of goods 
ranging from books to food and water. 


Armorer Keeper of the Council of Erdans armor, shields, emblem, 
I and personal defenses. Is also tasked with proper | shield 
distribution of these goods. inside 


Weapons Keeper of the Council of Erdans ranged, melee, 
I Keeper and personal weapons. Is also tasked with proper 
distribution of these goods. 


Aids the Bookmaster in organizing and archiving |emblem, 
millions of books, scripts, artifacts, and book 
information. inside 


: Bookmaster The highest position in the Council of Erdan A big 
sor Keeper of | tasked with overseeing the organizing and brown 
* Tomes archiving millions of books, scripts, artifacts, and | tassel 
: information. 


Supplier Is tasked with overseeing the collection of, 
I stockpiling of, storing of, and distribution of all 
of the Council of Erdans food, water, and crops. 


Leatherwor | Tasked with creating and repairing any objects 
ker and items which posses leather components. 


leather & 
knife 


Saddler Specializes in creating and repairing saddles and | emblem, a 
I fastenings to suite an array of mounts, animals, | stirrup & 


and messengers. a knife 
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Rank name _| Description Designati 
on 
Carpenter Tasked with repairing and creating any wooden 
structures, vehicles, or objects. 


Peele) Woodcarvers also deal with wood but differ from 
Carpenters in the more fine workings of wooden 
objects, structures, vehicles, and tools. 


I 

Stonemason | Tasked with repairing and creating any stone 
structures, objects, or items. 

Tailor Creates and repairs clothing and fabric items. emblem, 
Usually mass producing green uniforms for new _ | spool of 
members. thread & 

needle 


Altar keeper | Tasked with keeping the altars of each deity 
clean and swept for any Council member to use. 


Musician While rarely tasked with practical uses Musicians | emblem, 
usually are Council members who play music as a | harp 
pass time. over-cross 
ed witha 
trumpet 


eats Specializes in moral boosting and marching 
rhythms during training and battle. 


Military Positions 


Silver Code | A Military Council member who is tasked with A big red |20 
enforcers upholding and enforcing the Silver Code. tassel 
Grounds Keepers 


The Keeper of the Hall is tasked with surveying emblem, 
all of the imports, exports, defenses, and the roof over 
overall operability and welfare of the Council of |a great 
Erdan Hall. oak 
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Rank name 


Keeper of 
the Training 
Grounds 


20 


Description Designati 
on 


The Silver Springs Grounds Keeper is tasked with 
surveying all of the imports, exports, defenses, 
and the overall operability and welfare of the 
Silver Springs settlement. 


The Hamlet Keeper of the Hall is tasked with 
surveying all of the imports, exports, defenses, 
and the overall operability and welfare of their 
respective farming community. 


The Keeper of the Training Grounds is tasked emblem, 
with surveying all of the imports, exports, roof over 
defenses, and the overall operability and welfare | crossed 
of the Training Grounds settlement. sword & 


Other Positions 


Loremaster 


A recorder and collector of information which is 
hard to get by normal means. Usually is tasked 
with secret missions to gather lore from 
unknown locations. 


The four original founders of the Council of 
Erdan as inscribed on the plaque of the Council’s 
creation. THese individuals include; Erdan, 
Chumvi, Immeral, & Syllin. 


Tasked with answering questions, guiding, 
equipping, and helping new recruits to the 
Council. 
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The Crest of Erdan 


The Crest of Erdan was known as a 
symbol to show good and power of nature 
and the defeat and control of all evil and 
undead across the material plane. Even 
after the falling of the original Council the 
new Council’s Crest remained the same, 
although it was wore more loosely. 

The Crest is mostly green except for the 
light blue flames in the center. The Crest 
is found on all of the Council’s uniforms, 
armor, robes, shields, weapons, utensils, 
vehicles, the symbol is used so much it is 
even branded on crafters tools, 
implemented in holy symbols, & tattooed 
on the skin. Because the Council does not 
permit the suffering of animals it does not Caption: The Crest of Erdan. Erdan Darante, original 
brand or mark its animals in any way with version 
the Crest. 


2 


t . 1 


ee 
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The Crest of Erdan is a sign of all good power which none evil shall even dare 
stand up against! 
Syllin Stagnosa, proclamation upon some young members disrespecting the Crest 


Joining the Council 


For any individual to officially join 
the Council a contract must be signed 
which details their agreement to all 
of the Rules and Privileges of the 
Council of Erdan. For creature which 
are unable to write a Scribing Stone 
is used (found in Appendix B). The 
Rules and Privileges of the Council of 
Erdan were initially written by Erdan Caption: Council of Erdan basic kit equipment. From left to right; 
Darante himself in the triple-book Ranger hip-quiver and arrows, guard chainmail over-shirt, guard shield. 
series call The Formation of the pane 
Council. The Rules and Privileges of 
the Council are annually updated by all of the Council Chancellors. 

After the contract is signed they are taken on a short tour of the grounds by the 
Recruit Sergeant. Afterwards the new recruits will be equipped with gear, weapons, 
tools, and a schedule/question-and-answers booklet. The contract looks as following: 


Pavip rent of 
Erdan Gavrd. 
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The Contract of the Council of Erdan 
As edited and written by Erdan Darante and the Council Chancellors 
Version 4.4, 4 Tarsakh 1487 Dales Reckoning 

This contract binds the signed creature to the Council of Erdan and/or any other entities 
connected with the Council until their retirement, release, exile or other official 
emancipation. If the contract is not upheld the signee will be given a warning, as stated by the 
Rules and Privileges of the Council of Erdan, Section 3 Article 32. If the contract were to be 
broken in anyway or denied, the signee would suffer from certain magical effects, as detailed 
in Rules and Privileges of the Council of Erdan, Section 3 Article 50. If the contract were to be 
magically destroyed or foiled with, the responsible individual(s) will be effected by the curse as 
stated in Rules and Privileges of the Council of Erdan, Section 3 Article 51. 

The signee of the contract may decide (by their own will only) to be release from the 
contracts binding by having it officially terminate by Erdan himself. The contract can also be 
terminated if the signee has received 3 prior warning, at least 4 detention, and/or 1 major 
remandment as written in Rules and Privileges of the Council of Erdan, Section 5 Article 11; 
and enacted by the Council Chancellors. 

Once the contract has ended, wether through wrong doing or peaceful resignment, the signee 
will loose most of the privilege of the Council as stated in the Rules and Privileges of the 
Council of Erdan, Section 2 Article 5. Some privileges will remain with any retired or peacefully 
resigned Council member as detailed in the same document, Section 2 Article 6. 


The soon-to-be Council member, agrees to the Rules and Privileges of the 
Council of Erdan, Rule of Conduct of the domain of Silverleaf, and the Silver Code by signing 
this document. Upon signing the document by hand and ink or by the use of a Scribing Stone, 
the signee is under the effect of the contract and any rules and privileges of the Council as 
stated in the Rules and Privileges of the Council of Erdan. The Council of Erdan will try its 
utmost to uphold it’s end of the contract. 

The signee, has chosen the (Crafters, Druids, Guards, or 
Rangers) branch of the Council of Erdan. Each branch specifies in a different profession as 
detailed below: 

e Crafter- an artisanal, operative, and/or craftful field 

e Druid- an magic user field 

e Guard- an warrior, melee wielder, and/or fighter field 

e Ranger- an scouting, ranged weapon wielder and/or reconnaissance field 
The exact details, requirements, and rules for each branch are detailed in The Formation of 
the Council: Book |. 

The signee, will be outfitted with a basic kit for their chosen profession and 
taken on a small tour by a Council member. Upon completing the tour and equipping, the new 
Council member may move freely around the Council of Erdan property as long as they obey 
any and all Council rule and remain in areas appropriate to their designation and field. The 
signee is required to visibly wear the Brass Brooch they have been given on their person at all 
times. 

The new Council member may ask any fellow Council member for assistance or help until 
they get accustomed to their surroundings. The new Council member must also strictly obey 
any Council member displaying a superior brooch (Bronze, Silver, Gold, or Platinum). The new 
Council member may borrow a copy of the Rules and Privileges of the Council of Erdan and 
should always consult a fellow Council member before starting any work or activity in their 
field. 


Caption: The Seal of | 

Erdan, which is 

stamped and sealed 

on letters, 

contracts, or any 

documents involv: 
e ? 

Erdan Darante 


Signature Current Date 
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Chapter 4: Domain of Silverleaf 


og se fel 
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Caption: Council Halls. great glassed viewing Day.of-the enchanted forests 
surrounding the demiplane. Unknown Artist, pg. 61 Spelliammer: Adventures in Space. 


As we (Tolobias brought his two children along, more like the children brought him) 
walked up the road; red, blue, yellow, orange, pink, purple, green, and violet lights 
flickered in the distance. My two children, upon seeing the lights, hopped and 
skipped with joy, urging me faster toward the colorful arrangements of tents and 
carnival wagons. 


Around me, everywhere; lights flickered, great dragonflies buzzed, fairies flew, 
children laughed, performers sang and acted, birds chirped, water bubbled, and 
everyone's spirits soured high up into the star-speckled sky. | stood stock still, my 

mind twirling with the joy of a 10 year lad. 


Such an experience as that night brought me could never be felt again in my dusty 
workshop, or even in the ducal castle at a ball. The sheer overpowering of emotion 
one gets from stepping into the Witchlight Carnival could only be compared to the 

joy of a childhood! 


Tolobias the Cooper, Upon stepping inside the Witchlight Carnival, 1488 DR 


Recorded by Elevin Loremaster as the 374th arrival of the Witchlight Carnival to 
Faerin. 
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Nestled within the flourishing deciduous forests of the Domains of Silverleaf the 
Council of Erdan makes it home. The forest allows for many creatures and beasts to 
peacefully coexist with the busy Council. Fresh water flows from sparkling springs and 
the shade of the greenery allows for the atmosphere of the Domain of Delight to 
remain calming. 

Since the Domain of Silverleaf is a reflection of the Misty forest on the Material 
Plane, sometimes lucky individuals may stumble upon a fey crossing and be given 
hospitality by the Council. While the Council appears as a free haven, many strict 
rules of hospitality take effect if broken. Due to the mystical powers of the Feywild 
rule breakers of the Domain may face some unpredictable consequences. 

The archfey only known as the Great Old Oak takes abode within this Domain of 
Delight, controlling all of the life, emotions, and environment of the domain. Not 
quite the biggest Domain of Delight found throughout the Multiverse, about one-third 
the size of Prismeer, the Domain of Silverleaf allows for anyone to walk from the 
central Council Hall to any other outer settlement. 


Read the following flavor text when the characters first enter the domain: 


Wide oak tree trucks create walls of a maze. You walk through the underbrush in 
the cool shade as birds flitter above in the branches of the behemoth trees. More 
magical creatures glide around the forest, pixies, sprites, talking butterflies, and 
giant squirrels. On the blueberry bush-dotted ground, massive limbs of roots 


entangled in soft carpets of moss. Ahead, the rare orange rays of the sun pierce the 
dense depths of the forest creating pockets of light on the ground. To the right a 
soft gurgle of a natural stream rushes by as butterflies land and take off from its 
moss covered shore. 


Add the following if the characters wander into the domain un-awarest: 


Suddenly an arrow whips past, just inches from your head, burrowing half way up 
its metal tip in the thick bark, the green fletchings and wooden shaft quivering. You 


hear a disembodied voice exclaim, “Halt, what do you do in the Domain of 
Silverleaf!?” 


The usual scouting parties in the forests of silver leaf include 3 Scouts and one 
Erdans Ranger accompanied by a falcon which acts as a messenger (Appendix C). The 
rangers reveal themselves only if the characters stop. Otherwise they remain 
concealed and will use their longbows to maim, not kill, any intruders or hostile 
characters. If the characters stop and the rangers reveal themself, the rangers escort 
them to the Council Hall to see some higher delegate of the Council of Erdan. The 
four individuals are up to the DMs description and race assignment, as well as the 
equipment they possess. 

The Council’s home base is located on a demiplane in the Feywild. Gateways appear 
for a short time in the forest of the Material Plane from time to time, giving access to 
good and strong to enter the Council of Erdan. The Council goals are to bring peace 
and stability to the wild of forests and rid the world of all evil, particularly undead. 
Because of the Council's location it can view the whole Faerdn with an unblinking eye. 
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In addition many elves, druids, and rangers have joined the council and act as ears 
and eyes in uncharted places all over the Material Plane. 


Domain of Silverleaf: History 
8 Eleasis 1496 DR 

The Council of Erdan has formed a stable refuge, prospering under the role of a 
trade hub between Fey beings, the Material world, the two Fey Courts, and many 
other Interplanar travelers. After harnessing the fickle powers of the Feywild, Erdan 
Darante managed to create a stable enough Domain of Delight to comfortably house 
individuals not native to the Feywild, while allowing for the connection between Fey 
and mortals. Now, the Council of Erdan’s main Hall houses mortals and Fey alike, 
uniting them all against the forces of undeath. 

While only Erdan himself and a few high standing individuals know of the true 
archfey of the Council’s seat of power and the Domain of Delight connected with it, 
the archfey’s powers keep the council of Erdan clean from corruption. The halls of the 
Council hold a deep secret within its timber frames and stone foundations. The year 
the Council moved from the sight of the Sword Coast and seem to vanish forever only 
to reappear more stronger a year later, they came upon this Domain of Delight and 
the powerful archfey within or rather the fates had made the two meet. 

Before the Council established their home base the demiplane was called Silverleaf, 
ruled by an unnamed archfey which appeared as a 1,200 foot tall giant oak. The 
Domain of Delight had previously been home to giants of all sports including owls, 
squarrels, badgers, and all sorts of birds one might find in a oak tree. This entity 
created and sustained its small realm with enough acorns, shelter, and water (which 
ran from a spring at the base of its roots). As the Council came into this Domain of 
Delight somewhere in the Misty Forest a powerful fey pact was struck between the 
archfey of Silverleaf and Erdan with his 50 or so followers. This pact involved the 
servitude of more and more mortal beings under a single banner which would have to 
give the entity lore gathered from everywhere across the reachable planes. 

In the process the great tree was fallen as part of the pact and its lumber and 
foundations incorporated into the Hall of the Council. Yes, the wood and walls of the 
Council breath and pulse with the power of an ancient archfey! Not only that, but the 
great spring from which the Council hydrates itself is the same spring which creatures 
the pond below its ramparts (the well in the southern courtyard also holds this 
precious water). Where now stands the glass dome of the Council Hall once stood a 
great mighty trunk of a behemoth oak. 

Additionally, the portal to the Council demiplane is created from the conjoined oak 
trunks which still sprout leaves every Sheildmeet. The wooden bridge of truth which 
crosses the sacred waters of the spring is also created from the wood of the great 
oak. One must add that the falling of the oak did not disrupt the animals in the least 
as the Council sheltered them and trained them into mounts for their cavalry (owls 
for areal, squarrels for land, badgers for war wagons, and all sorts of insects and 
other animals for other helpful jobs). It might seem that the Council of Erdan is going 
against its own goal of harmonizing with nature when they fell the great oak and use 
the animals of the demiplane. Not even Erdan knows why he was given so much 
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benefit benefits from the pact but this great entity’s own purpose are unknown to 
everyone except for maybe Silvanus himself. 

The Council is blessed by Silvanus but it is unknown if this Domain of Delight has 
anything to do with the god or not. Regardless, the hall holds many mortals, fey, and 
beasts in comfort all alike while protecting even more far reached forests and 
obtaining vast amounts of lore in its oaken libraries. About the Council libraries, it is 
unknown how many volumes are held there but most tomes are borrowed for a few 
tenday periods before being disposed of, returned, or archived. The Council's public 
and handy library holds around 1,200 volumes about day-to-day information and life 
applicable topics. Books about more complicated topics or very philosophical findings 
are archived for some time before being returned or gifted to Candlekeep or other 
libraries for access to more books. The Council’s library also has over 12 copies of 
Erdan’s own books written about the Council’s motifs and a complete plus updated list 
of its rules, privileges, and accomplishments. 


Archfey of Silverleaf 

Connections. The great oak shows open ties to the Seelie Court yet secretly 
operates with the Gloaming Court, that way spies are very rare in the demiplane of 
Silverleaf. 

Age. unknown, at least 120 centuries old, maybe older. 

Alliances. The great oak is completely isolated from politics of the Feywild but its 
roots sink deep into the politics of the mortal world. 

Presentation. The great oak, while not seen as a tree anymore still creates the 
effect that the Council Hall as being very old. 

Personality. The great oak is very warm in welcoming and hospitalizing guests while 
secreting hoarding wast amounts of lore. The tree offers its hospitality in a more 
passive way by providing shelter for anyone in need. 

Obsessions. The great oak, while engraved and built into the Council Hall still 
collects vast amounts of lore through archiving it in its oaken book shelfs. 

Signature magic. While the great oak is not a creature it uses powerful divination 
to protect and spy on everything and anything in its domain at all times, even 
reaching other worlds to glims form time to time. 

Magical gift. The great oak offers shelter, water, food, and giant animals to the 
Council which then is binded to the archfey as its servants. Any mortal who joins the 
Council and signs the contract, actually accept the pact. For an individual they age 
less in the demiplane compared to the Prime Material plane and unknowingly 
communicate with the archfey when talking with Erdan. Yet it still clearly unsure how, 
for Erdan Darante is not possessed by the archfey yet through him the fey pact is 
struck. It is also not uncommon to get magical items for joining the Council which 
seems to be in great abundance on the demiplane of Silverleaf. This could be another 
system of fey pacts or gift giving the great oak provides. 


Domain of Delight: Silverleaf 
The Domain of Silverleaf, as with any Domain of Delight, is none-descript in 
compositions and geographical stability. While a few locations remain stationary, the 
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Council Hall being one, all other meadows and locations reassort themselves as the 
flow of travel changes. Below are some constant features of the fickle Feywilds 
Domain of Silverleaf. 

Geographical features. This small domain has a great grassy hill upon which stands 
the Council Hall. surrounding it spreads a lush oak forest filled with an abundance of 
food, life, and animals (this forest is also the Council's main food source). A magical 
spring also encircles the hall which provides water. 

Domain theme. Patient, everything in the domain is done with patience and no 
rush. When the need arises to do something in an emergency or not, it is done with 
perfect efficiency. Natural sounds of like and the woods always echo in the realm 
creating a peaceful yet harmonious and productive atmosphere. 

Fey crossing. The main entrance to the domain is through the ruined oaks which 
create a big portal. Other small tree hollows exist but are usually monitored by the 
Council, the main portal is always open to welcome any traveler into the domain. 

Magical shortcuts. Most great oak trees with hollows in them operate under the 
continuous transport via plants spell, thus allowing for a random zig-zag route 
through the forest. To open a tree crossing the being has to wave an oakleaf and an 
acorn together in front of the the hollow before activating it. Most Council members 
have on them the necessary items to more through the domain with ease. 

Drama. Because of the dual sided nature of the great oak,showing off the might of 
perfect order and secreting dark 
knowledge and pacts in its shadows, 
Silverleaf continuously appears with 
hidden and dark secrets found by a 
unfortunate few. An ancient battle field 
might be discovered by an ranger or a 
fallen tower of an evil wizard in a remote 
area of the forest to vanish as mysteriously 
as it appeared. Undead are found 
lumbering from the forest once in a while 
but are easily delt with by the Council and 
even dubbed as target practice. Odd and 
dreaded appearances of skulls, bones, and 
forbidden tombs appear in open spaces 
from time to time as the greta oak 
discovers a new secret. 

Weird magic. Time clearly passes much 
slower here as an druid might read a thick 
tome in the time a Avowed might read a 
chapter in Candlekeep. 

The great but secretive archfey of the 
Silverleaf Domain of Delight has complete 
control over the Council through the fey 
pacts. The Council thrives in the domain as oe 
the motifs and goals of the archfey and Caption: A very unusual giff Master Council member 


P : a ie . (golden brooch). Matt Hilker, 
the Council of Erdan fall right in line with https: //twitter.com/matt_hilker/status/1021149949059268610 
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each other. The Council protects the forests of the Material realm for the great oak. 
Supplying it with massive amounts of lore and stabilizing nature by cleansing 
corrupted or dying forests. The great oak in return grants the Council shelter, space, 
water, food, animals for mounts or wagons, magical items, and harmony. 

Some might speculate that this great entity has deeper goals to achieve. Which it 
does but are unknown to even Erdan himself. The only sure thing about the archfey is 
that a greater cosmic power is mining the great oaks knowledge, a cosmic power 
represented by a small ash tree" sprouting in the great vaults of the Council 
Hall. 


Magic in the Council and Silverleaf 

Teleportation. 

Any teleportation spell cast within the boundaries of the domain of Silverleaf act in 
the following ways: 

e Any trans-planar teleportation magic functions as normal within the domain but 
fails if used to enter Silverleaf. 

e Any conjuration or teleportation spell or magic; except for natural effects of 
the transport via plants and tree stride spell, which function normally. All 
other magical effects that conjure anything fail to work but do not waist a spell 
slot. As the spellcaster feels the dwindling powers of conjuration magic being 
suppressed. 

e Any non-trans-planar teleportation magic always works but ends up moving the 
caster and any other teleported objects and people to pop up from the Gate of 
Runes. 

The above rules are an exception in the Council of Erdan’s teleportation room(s) 
and/or the halls spell casting room(s), which are safe guarded by wards and 
enchantments. Any non-magical fire or magical fire dealing affects turn to steam 
anywhere within a 3 mile radius of the Council’s Hall, this radius also used to be the 
shadow of the great oak tree. 


Silverleaf Blessing. 
You can cast the message spell at will which lasts for 4 rounds and does not require 


any spell components to cast. Furthermore, you can target any creature that has 
talked to you before and has the same ability, the range increases to 1 mile and can 
go through solid objects of non-magical origins. 


The Council’s Populace 


Humans (AIL) 


Elves (Drow, High, Wood) 
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2% of Other races include: 2 wereravens, 1 were elk, 12 assimars, 3 avatars of a god, 
32-35 genasi, 20 frigbolg, 1 intelligent lizard (awakened Lizard), 3 giffs, 29 specific 
rare races found throughout the multiverse. 


Artisan (Brewer, Carpenter, Cobbler, Cook, Glassblower, Farmer, 
Laborer, Leatherworker, Mason, Potter, Smith, Armorer, Weaver) 


Crafter (Alchemist, Calligrapher, Cartographer, Goldsmith, Jeweler, 
Painter, Silversmith, Tinker, Woodcarver) 


Warrior (Fighter, Knight, Mercenary, Ranger, Scout, War priest, any 
militaristic field) 


Spellcaster (Abjurer, Conjurer, Divner, Druid, Enchanter, Evoker, 
Illusionist, Necromancer, Transmuter, Warlock, any other magical 
field) 


Director (Organizer, Supervisor) 
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Archivist (Librarian, Timekeeper) 
Caretaker (Animal Handler, Janitor, Steward) 


Notable and Influential Council of Erdan Members 
2 Flamerule, 1495 DR 


Position | Statistics Years | Origins 
(DR) 

Erdan Darante Founder, | Male half-wood elf ranger | 1485 - | Southern Faerin, 

C Ranger pres. Halruaa 
Syllin Stagnosa Founder, | Male half-dusk elf paladin | 1485 - | Domains of 

C Guard | of the Ancients pres. Dread, Barovia 
Ivan C Guard | Male dwarf berserker 1492 - | Northern Faertn, 
Bouldershoulder barbarian pres. | Vaasa 
Pikel C Druid | Male dwarf druid / 1492- | Northern Faertn, 
Bouldershoulder barbarian pres. | Vaasa 
Immeral “Variz” | Founder, | Male quarter vampyr gold | 1490’s | Trackless Sea, 
Sunstar C Druid, | elf wizard bladesinger - pres. | Evermeet 

Herald (Feywild) 


Chumvi Founder, | Male half-elf druid of 1485- | Domains of 
Konohamaru C Druid | shadows pres Dread, Barovia 


Vashkartsen 
Finnian C Male halfling bard of 1492- | Northwestern 
Hilltopple Crafter | swords pres. Faerdin 
Bodrim C Guard | Male aasimar paladin of 1492 - | Unknown 
Ephara pres. 
Zerath of C Ranger | Male human fighter 1492- | Phandalin, 
Neverwinter (archer) pres. Northwestern 
Faerdin 
Eco Acrman M Male half-elf samurai 1488- | Eldia, Paradis 
Ranger (ronin) pres. Island 
Nurgle M Male silver dragonborn 1488- | Daggerford, 
Crafter | paladin of garlic bread pres. Northwestern 
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| |Faeran 
Potato a 3rd M = a white dragonborn 1488- | Unknown 
battlemaster (fighter) pres. 
Erevan M Guard | Male high elf paladin of 1488- | Unknown 
Siannodel devotion pres. 


Ilvarthaele Female Damaran human Vast, Tsurlagal 
Everstone Lee scribe/loremaster 
Herald 


Booknar Lorbin Male forest gnome crafter | 1483- | Delimbyr Vale, 
Folkor eae pres. Sword Coast 


Elevin H Druid | Female human psionicist Unknown (Earth 
loremaster twin, is 
- | Hopper) 

U’lolo Utugelu Female chultan human 1490’s | Chult 
ae ranger 

Riddles H Druid | Male gnome druid 1490’s_ | Unknown 

Quickfinger 

Tarkelby 

Dasaar Climber |H Guard | Male brass dragon guard 1490’s_ | Unknown 

Myastannos - pres. 

Shargo Gumblin | H Male albino dwarf crafter | 1490’s | Chult 
Crafter 


Shira Cithreth Female elf ranger 1490’s_ | Unknown 
ae 

Darvin Male human ranger 1490’s_ | Unknown 

Evenwood ps 


Alvast Galanodel | H /H Druid _| Male half-elf druid 1490's | S |unknown | 


Cillo Bluejuice H Druid | Male halfling druid 1490’s 
- pres. 


Vazul Stiffist Male chultan human guard | 1490’s 
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Position | Statistics Years | Origins 
(DR) 

Anastasiya M Female human crafter 1490’s_ | Unknown 

Drevnba Crafter - pres. 

Irven Sylvaras H Male half-elf ranger 1490’s_ | Unknown 
Ranger 

Zaidi T’roa H Female chultan human 1490’s | Chult 
Ranger ranger 

Ulla Tinderwick |H Druid | Female gnome druid 1490’s_ | Unknown 

Loofollue 


Leobold Ostostar Male human guard 1490’s 
Selerina Marisa Female weretiger guard 1490’s 


Reed H Male halfling crafter 1490’s_ | Unknown 

Woodentoes Crafter 

Isao Natann H Male Kozakuran human 1490’s_ | Unknown 
Crafter | crafter 


C= Council 
H= High 

M= Master 
E= Erdans 
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Chapter 5: Silverleaf Planartravelers and 
Guests 


Caption: Inside a street on the Kor’bra Rakz Bazaar. Samantha Kung, eqkung.artstation.com 


|, Immeral Sunstar have traveled far. From the northern reaches of the Sword Coast 
to Waterdeep, the city of splendors, through the shaded groves of the High Forest, to 
Secomber, and Daggerford | have traveled. Finally winding up in Baldur's Gate, which 
would set me ona infernal adventure to make me, Immeral, a true Sunstar. 


As you read this story and my writings on my travels into a place a mortal should not 
go just remember, that only with brave friends and strong will can one survive the 
worlds perils and even then these experiences alter your soul. Without further or do 
| start my story with the first signs | saw foreshadowing my descent into this venture, 
which at the time | had not idea, was just a terrifying warning of what was to come. 


- Immeral “Variz” Sunstar 
1495 DR 
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When unlikely adventurers enter the domain of Silverleaf, the Council provides basic 
hospitality and fulfills the strict Rules of Conduct. Some adventurers and numerous 
travelers come to Silverleaf to safely trade, buy, and sell goods from across the 
Material Planes, and even exotic planar traveler merchants sell their wares. Below is 
a merchant chart of individuals and the goods they could be selling. Usually the great 
marketplace is set up in front of the Council gates on the lush meadow but 
transactions occur everywhere. 


Planartravelers and Guests of the Council of Erdan 
Members 


Halfling or All across the House items, weapons, armor, metal goods, 
other common _| Multiverse. Toril, wooden goods, soft goods (cloth), food and 
race (Dwarf, Krynn (no spices, vehicles, animals, and other common 
Elf, Human) Halflings), Oerth, or unique items to each race. 

Spelljammer 


Gnome or More common Trinkets, gadgets, pacts, and unique items to 
other planets in the each race. 

uncommon Multiverse. Toril, 

race Krynn (no 

(Dragonborn, Dragonborns), 

Half-elf, Oerth, Spelljammer 

Half-orc, 

Tiefling) 


Tabaxi or any Found in rare Stolen or acquired knowledge or items, as 
rare race groups across the well as unique items to each race. 
(Aasimar, common planets in 

Firbolg, the Multiverse. 

Goliath, Kenku, | Primarily Toril. 

Lizardfolk, 

Triton) 


Legendary Reference below Reference below 
races (detailed 

in Rare to 

Legendary 

races table 

below) 
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Monstrous All common planets | Weapons, armor, metal goods, wooden goods, 
races (Bugbear, | in the Multiverse. vehicles, animals, and other common or 
Goblin, Primarily in Toril unique items to each race. 

Hobgoblin, and some 

Kobold, Orc, Spelljammer 

Yuan-ti) 


Rare to Interplanar Items found only in certain places or in 
legendary travelers/ other possession of such travelers 
races planes 


Giff Spelljammer Firearms, gunpowder, smokepowder, 
mercenary 


Darkling Shadowfell Shadowfell items* 


Mindflayer Material Plane, Spelljammer items 
Spelljammer, other 
planes 


Giant (any) Material Plane, Mercenary 
other planes 
Neogi Spelljammer Slaves, spelljammer items 


Planeswalker other planes anything 
(any race) 


Duergar Material Plane, Weapons & armor 
(possibly other planes 

accompanied 

by a Steeder) 


Eladrin Material Plane, Feywild items 
other planes 
Aarakocra Material Plane, Flint Weapons, other items 
other planes 
Angel (usually | Other planes Holy quests, holy items 
Deva) 


Beholder Material Plane, Unknown 
Spelljammer, other 
planes 
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Rare to Interplanar Items found only in certain places or in 
legendary travelers/ other possession of such travelers 
races planes 


Cambion Material Plane, Devilish pacts 
other planes 

Centaur Material Plane, Feywild items 
other planes 


Couatl (in Material Plane, Holy quests, holy items 
humanoid other planes 
form) 


Ki-rin Other planes Holy quests, holy items 


Death knight Material Plane, Shadowfell items 
other planes 

lich/demilich Material Plane, Shadowfell items 
other planes 

Demon Material Plane, Demonic pacts, demonic items 
other planes 

Devil Material Plane, Devilish pacts, devilish items 
other planes 


Dragon (in Material Plane, Quests, draconic items 
humanoid other planes 
form) 


Material Plane, Slaves, weapons, mercenary 
Spelljammer, other 
planes 


Flumph Material Plane, Holy items 

merchant other planes 

Genie (all Material Plane, Wishes & charms 

types) other planes 

Githyanki Other planes Weapons, armor, astral items 
Githzerai Other planes Lore, monastic items, astral items 
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Rare to Interplanar Items found only in certain places or in 
legendary travelers/ other possession of such travelers 
races planes 


Svirfneblin Material Plane, Precious earth items 
other planes 

Hag (all types) | Material Plane, Swindling pacts & twisted items 
other planes 


Half-dragon Material Plane, Dagonic body parts, mercenary 
(any race) other planes 
Kenku Material Plane, Stolen items 
other planes 
Lizardfolk Material Plane, Jungle items & mercenary 
other planes 
Lycanthrope Material Plane, Cursed items and common front goods* 
(all types) other planes 


“Items include: weapons, equipment, food, common goods, planar goods, magic, 
trinkets, pacts, mercenaries for hire, etc. 


Kor’bra Rakz Bazaar 


Read the following text when the characters near the Bazaar: 


Ahead of you stretches colorful tent awnings. Blue, green, white, black, and red 
patterned canvas create a sea of a bustling marketplace. A great archway with the 
name “Kor’bra Rakz Bazaar” stretches above the trampled grass as innumerable 
different creatures, people, and monsters roam around the stalls. As you enter your 
nostrils fill with thousands of smells, you hear hundreds of sounds and dialectics. 


Colorful magic and tent flaps move all around you as the cacophony of trumpling 
feet and talking merchants echoes across the maze-like hallways of tents. 

The bazaar’s assembly of goods ranges from common house goods to exotic and 
mysterious objects you have never seen. Merchants, some otherworldly, advertise 
and sell their goods to eager buyers. You get swept into the crowds as your heart's 
desires are displayed in booths and stalls on all sides. 


Just like the unpredictable magic of the Feywild, the Kor’bra Rakz Bazaar morphs 
into shape at the crowds desires and emotions. Any and all items can be found in the 
bazaar with enough searching and desire. 
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The following rules and code are enforced by the Councils’ Guards and Rangers. 
Poster-sized lists of this “Silver Code” can be seen posted around highly frequented 
places. 


Silver Code 
By the strict enforcement of 
The Council of Erdan 
Everyone shall abide to the following rules: 


1. All trade shall be conducted in the . 
view of the rest of the market. ct ica oe 

2. A trade can only be considered , 
concluded once both parties have 
willingly accepted the bargain as 
such. 

3. Items being traded must have posted 
their actual value although 
knock-offs and fakes can be sold, 
but the buyer must be informed of 
the products authenticity. 

4. Items which would harm or 
otherwise kill or injure a patron, 
seller, or Council member are not 
permitted. Unless being sold as a 
weapon or similar product and do 
not pose a direct threat. 

5. Any individual who breaks or 
otherwise opposes any of the 
Council’s Rules of Conduct shall be 


duly sent away from the domain of 
Silverleaf. 
6. The breaking or opposition to any or 


all of the above rules will not be 
tolerated. 

7. The Council of Erdan has stamped 
and sealed the above Silver Code 
with magic. 

8. The stamped and sealed Silver Code shall be enforced by all Council members 
at all times and any rule breakers will be dutifully warned, escorted, and 
exiled from the domain of Silverleaf. 


Caption: Mr. Kegpuf, blast powder and 
firearm merchant. Claudio Pozas, 
www.patreon.com/ClaudioPozas 


The Kor’ bra Rakz Bazaar is officially a great compilation of tents and paths with 
myriad types of traders, sellers, merchants, and planar travelers. The marketplace is 
not only restricted to the bazaar located on the field east of the main gate to the 
Council’s Hall. Trades happen throughout the domain of Silverleaf and many 
transactions go unnoticed by the Council’s Silver Code enforcers. The Council has 
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placed a unit of 20 able individuals to uphold this code throughout the domain, each 
of which wear a big red tassel on their person. 

Adventurers and Council members alike come to the Bazaar to buy or sell 
something. Adventurers are found in groups as well as individually, looking for key 
artifacts in their epic quests or having money and loot to spend. There does not exist 
an official currency in the Kor’ bra Rakz bazaar and money usually includes Council 
Electrum or gold pieces. Currency ranges from trinkets to trading or even 
pact-signing, while the price and currency always depend on the vendor. 

Due to the warping effects of the domain of Silverleaf, the chances for any creature 
which is actively seeking a specific item are 12% higher. Many artifacts and key items 
have surfaced in the bazaar to many an adventurer. 


Notable Guests and Merchants 


Speciality Stats Year Origin 
(DR) 


Alfred Firearms Male giff ranger 1488 Realmspace 
Kegpuf, “Mr. 
Kegpuf” 
Zirazylym, Wandering quest | Female adult 1488 Toril (later moves to 
“Zira” seeker bronze dragon Daggerford) 
*Names in “quotation marks” are the individuals’ names they go by while the names 
not in “quotation marks” are their given/true names. 
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Caption: Council of Erdan Section 4 of the Libraries of Al’ore, Lorbin’s Bookshelf. 
Unknown Artist 


Patience is the Key, and Simplicity its Lock. 


-Adopted quote used by Erdan Darante, original quote from leardan Dracomell 
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Read the following text when the characters enter the Libraries of Al’ore, Sector 4: 


After you cross the doors threshold a vast library expands before you. Bookshelves 
span farther than you can see as magical light shines from an unknown source above 
the grand domed ceiling. The smell of ancient tomes fill the air as the hushed steps 


of librarians and crinkling of brown pages echoes dimly around the gargantuan 
space. Be-speckled gnomes, humans, and elves carefully push around carts 
brimming with books on myriads of topics and genres, waiting to be archived. 


A grand stone-hewn dome exists under the Council Hall, storing millions of books 
and artifacts from many worlds and empires. Some artifacts and kept hidden while 
others closely guarded. All of the books the Council of Erdan finds are kept in the 
Forth Sector in the Libraries of Al’ore. Below is a long list of named items which have 
been deposited in the archives of the Council (magical items and books are italicized 
while details and location found for each item are in [brackets]): 

Books/Papers. Tome of Strahd [Whatcher House, Vallaki, Barovia], Tome of 
Understanding [Found in Blue Water Inn under floor boards, Barovia], Manifesto of 
Devils [Whatcher House], A Work of Death [Whatcher House], Letter by Vassili van 
Holts [Whatcher House], Paper of land parcel [Whatcher House], All Things Sticky, 
Slippery, and Sweet [Loomlurch, Thither, Prismeer], Fantasma Demento’s Codicil of 
Conundrums [Loomlurch, Prismeer], gobliN eht fo hguaL tsaL [Loomlurch, Prismeer], 
Pity He’s an Elf [Loomlurch, Prismeer], The Queen’s Gowns [Loomlurch, Prismeer], 
Tales from the Gloaming Court- Vol. 1, 2, 4, 5, 6, 7, 9, 10, 11 [Loomlurch, Prismeer], 
Three Rules by Three [Loomlurch, Prismeer], Twilight Tides [Loomlurch, Prismeer], 
The Formation of the Council: Book |, II [Written by Erdan, Misty Forest, Faerdn], 
Rules and Privileges of the Council of Erdan [The Council of Erdans primary book on 
rules and conduct, written and edited by Erdan and Council Chancellors]. 

Precious Items (gp value written~ after item). Candelabra~ 25 gp [Whatcher 
House], Gold Tiara~ 700 gp [Found on Ludmilla Vilisevic, in Castle Ravenloft], 10 gold 
bracelets~ 100 gp each [Found on Ludmilla Vilisevic, in Castle Ravenloft], Champagne 
du le Stomp [one bottle, gift from Davian Martikov], 5 gemstones, Amber golem head~ 
250 gp [Amber Temple, Barovia], Amber chunks~ 1000 gp [Amber Temple], Gold birds~ 
1000 gp. 

Weapons/Items in possession of Council members (member name in {braces}). 
Sunsword [Sergei’s Tomb, Castle Ravenloft, Barovia]{Erdan}, Quiver of Ehlonna 
{Erdan}, Necklace of Adaptations [Vistani Tser Pool encampment, Barovia]{Erdan}, 
Staff of Power [Crypt of Khazan, Castle Ravenloft]{Chumvi}, Portable Hole {Bruenor 
Battlehammer, retired}, Moonblade [Lake Zarovich; previous owner, Erdan; last owner, 
Syllin]{archived}, Holy Symbol of Ravenkind [Amber Temple, Barovia]{Syllin}, Vorpal 
Longsword [Taken from a dead Strahd]{Syllin}, Bag of Holding [Chult]{Zerath}, Bracers 
of Kubazan [Gift of Ubtao, Chult]{Zerath}, Bow of the Ancients [Unmapped Crypt, 
Chult]{Zerath}, Alchemy Jug [Camp Righteous, Chult]{Bodrim}. 
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Libraries of Al’ore Bookmaster 
3 Eleint 1488 DR, Booknar Lorbin Folkor 

As of 1488 DR, and the scribing of this information, Booknar Lorbin Folkor is the 
Bookmaster or Keeper of Tomes. A high position in the Council of Erdan and not an 
easy one either. The Bookmaster must be capable to place and organize uncountable 
amounts and volumes of books into the Forth Sector in the Libraries of Al’ore. 

The Forth Sector is a massive stone dome-shaped library, organized into a star-like 
pattern of bookshelves from the center to the out. Each book shelf held 12 rows of 
books and was sorted by topic rather than by date or alphabetical order. At the core 
of the library a grand constellation of the known universe ticked away. This golden 
contraption was older than the 
Council itself and was thought to be 
powered by some extreme piece of 
technology. Human sages from 
Earth claimed that the Apple of 
Eden 8 could have been that piece 
| of technology. Unbeknownst to the 
human grandmaster assassin, Ezio 
Auditore da Firenze, when he had 
accidentally found himself in the 
library after a coincidental accident 
before his travels to Forli in his 
search for the Apple of Eden 6, he 
might have come in contact with 
the 8th Piece of Eden before he 
fled the domain of Silverleaf. 

Booknar Lorbin Folkor was a 
normal-sized gnome and a Master 
Crafter in the Council of Erdan. 
Know to have been the greatest 
Keeper of Tomes in all of the 
Council’s history, Lorbin had a 
perfect memory of every chapter in 
every book of the millions of 
volumes housed there. Lorbin could 
find any book within minutes as he 
ran down each library wing. Due to 
the mysterious space warpings of 
the Silverleaf domain, the library 
could fit into the domed chamber 
which took about 12 minutes to cross at a run. While Lorbin could access any book 
within 4 minutes from even the farther corner. If one where to walk to the core of the 
library with the intentions of reaching its center it only took 1 minute. 

The Forth Sector of the library connected itself to the infinite maze of libraries 
which were all part of the Libraries of Al’ore network. 


Caption: Booknar Lorbin Folkor. Unknown Artist 
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Libraries of Al’ore and Wisdom. 

Any creature with a Wisdom ability score increases it by 2 upon exiting the library. 
This feature only works once and any amount of reentering into the library has no 
effects. 


Booknar Lorbin Folkor 


Lorbin is a male gnome (forest) wizard Master Crafter with the following changes: 
In his possession he has an Astromancy Archive (found in Chapter 3 of Tasha's 
Cauldron of Everything) and Lorekeepers spectacles (found in Appendix B). 


He can innately cast the minor illusion spell with his intelligence. 

Speak with Small Beasts. Through sound and gestures, Lorbin may 
communicate simple ideas with Small or smaller beasts. 

He speaks Common, Dwarvish, Elvish, Giant, Gnomish, Goblin, Halfling, Orc, 
Draconic, Sylvan, and Laeveneth. 

Darkvision. Accustomed to life underground, he has superior vision in dark 
and dim conditions. He can see in dim light within 60 feet of you as if it were 
bright light, and in darkness as if it were dim light. He can't discern color in 
darkness, only shades of gray. 

Gnome Cunning. Lorbin has advantage on all Intelligence, Wisdom, and 
Charisma saves against magic. 
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Chapter 7: The Council Hall 


Caption: The great meeting hall in the heart of the Council Hall (currently the glass dome his 
shrouded by blue curtains to prevent the summer heat from getting inside). Unknown Artist 


Many an adventure | have had, deep into the High Forest, through the streets of 
Waterdeep, and past Daggerford. From everyone till now, as | write this, there has 
not been one greater companion, friend, and adventurer as Tiésto. 

For with Tiésto | have traveled more than any adventurer | have met previously. At 
the time of me scribing this onto paper Tiésto has been accompanying me for over 
ten years. Our latest adventure taking us to the great city of Baulder’s Gate. But the 
story | am to share with you is before my sworn companion and | stumble into the 
City of Blood, an adventure short but bonding, an adventure in a vast pine forest, 
and how Tiésto and |; Immeral Sunstar, slay a mighty dragon. 


-Immeral “Variz” Sunstar 
1483 DR 
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The Council Hall is situated upon a hill within the heart of the Domain of Silverleaf. 
Live pulses at the Council of Erdan headquarters where races of all origins and 
individuals from all backgrounds combine together in the purest harmony that the 
humble and stunning Feywild Domain of Delight can provide. Being a hub and haven 
for an extremely concentrated amount of travel and activity, the Council Hall’s 
blueprints are strategically designed to allow for the quickest movement between 
wards and courtyard. 

The warping magic of the Feywild aids any individual to reach their destination 
within the wide halls and small rooms in a shorter time than physically possible. In 
this chapter the prominent and stationary locations are detailed, along with keys to 
the maps in Appendix D. Some less known and even secret rooms and locations may 
exist, created by some deep desire of a lost member. 


Read the following flavor text when the characters enter the meadow of the Council 
Hall: 


Encircled by thick oak trees a lush, green hill dominates the landscape. Atop this 
hill stands a towering complex of battlements and turrets. Within the walls stands a 
great glass dome, rays of light radiating down upon the activity in the field in front 
of the gate. The path upon which you stand heads directly for the gate, at which 
stands a green-cloaked guard. More green-cloaked figures pace the crenellations as 
hawks and messenger falcons glide around the central needle-like spire. 


Wagons and carts exit and enter through the open gates as a sparkling pond 
glitters in the noon sun below the stone walls. The smell of flowers mixed with dust 
floats across the colorful meadows under the blue sky. You hear the constant bursts 
of laughter and song between noises of artisanal productions seeping over the walls. 
Columns of smoke rise over the southern courtyard. A bell tolls in the needle tower 
signifying the change of guard. 


The Council Hall and all the 
rooms surrounding the main 
auditorium possess the 
following features unless 
specified otherwise. 

Light. All of the rooms and 
hallways in the Council Halls 
have magical lanterns lit with 
a continual flame spell which 
sheds bright light. During the 
evening and night hours, all 
the light sources turn green 
and cast dim light instead of 


Caption: The Council Hall looking to the northeastern bright light. 
entrance. Unknown Artist 
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Hallways. Any hallways in the Council Halls can warp in dimensions to hold any 
content brought into it. Usually swept clean of dirt and furniture or littered items, 
the hallways allow for quick movement between rooms. 

All of the hallways in the Council Hall on the ground floor are packed hard dirt into 
a smooth dusty surface. Below the Gate House Tower and the Council Hall smooth 
stone bricks line the floor of the ancient and original foundations below the Great Old 
Oak. 

Hallways above the first level are made of 12 inch wide oaken panels supported by 7 
inch thick beams. The wooden beams and supports of these hallways and balconies 
(overlooking the Council Hall) are engraved with intricate leafs and acorns patterned 
craftsmanship. Most of the wood is worn smooth and carpeted by dusty green woolen 
carpets. These carpets are dusted out of the Council Hall windows every few days, by 
cleaning maids and janitors of the Council. 

Rooms. Any of the rooms in the Council Hall can warp in dimensions to hold any 
content brought into it. Usually swept clean of dirt spares neatly-organized furniture 
dot any room. By keeping the rooms clean and simple allow for easy of movement and 
peace of mind for the eyes to take rest. The idea of keeping the rooms very open, this 
allows for little hiding spaces and the relaxation of ones caution from hostile 
enemies. 

All rooms contain simple wooden or stone paneling (adjacent to the lower levels or 
to the battlements) with wooden or stone floors, smoothened by use over time. 

Windows & Doors. All of the doors in the Council Hall are simple oaken panels 
bound together by iron bands shaped in patterned leaves acorns. Each door has a 
simple wooden knob handle, smoothened over from constant use. Each doors 
dimensions reach 6 ft. and 6 in. tall with a width of 34 inches. 

Windows in the Council 
Hall possess simple glass 
panes assorted in 
four-by-three grid of glass 
squares. Wooden shutters 
are suspended outside all 
windows in the case of a 
siege or other reasons, most 
of them have not been 
closed for many years now. 

Chests. Any chests found 
in the Council Hall have the 
following traits; AC 15, 21 


hp, 12 ft. sq. volume, 300 Caption: A typical chair and table. Wilson Wang, 
F www. wilsonwang1988.artstation.com 
pound capacity. 
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Barrels. All barrels used for food and liquid transportation from neighboring 
meadows to the Council Hall possess the following features; AC 15, 21 hp, 7 ft. sq. 
volume, 300 pound capacity. 

Stairs & Ballisters. All stairs in the Council Hall above the first level are made of 12 
inch wide oaken panels supported by 7 inch thick beams. The wooden beams and 
supports of these stairs and balconies overlooking the Council Hall, are engraved with 
intricate leafs and acorns patterned craftsmanship. Most of the wood is worn smooth 
from the constant use. Railings crawling up and around any stairs or balconies are 
smooth and simple in design, the pillars supporting these railings have leaf and acorn 
etchings in oaken patterns. 

Tables & Chairs. All of the stools, tables, chairs, bed-side cabinets, cupboard, and 
other furniture feature the same simple patterns of leaf and acorn engraving in the 
wooden legs, fronts, and backs. The surfaces and seats of the furniture is usually worn 
smooth over the time of use. 

Beds & Cots. Any beds or cots in the Council Hall are made of tan canvas and 
usually containing some warmer woolen blankets during the winters. Cots also have 
leather straps which can be hung on hooks in the Sleeping Quarters of the Northern 
Courtyard, and taken down during the day for creating more space. 

Beds are crafted from simple oaken wood in a rectangular frame which have leaf 
and acorn patterns on the sides and bedposts. Mattresses are stuffed with goose down 
suspended above leather straps stretched across the bottom of the wooden bed 
frame. Beds are used by Council Chancellors and in the Sickbay or Hospital Wing 
(accessible from any location in cases of emergencies). 


The Council Hall and Maps 
A1. Gate of Runes 


Read the following when the character approach, add the second paragraph is the 
character enter the portal: 


Framed in a 40 by 50 foot oval, a misty sky-blue surface ripples suspended in a 
natural portal border. Two great oak trees, their trunks inscribed with magical 
runes, entwine together to create the portal entrance. A few green leafs top the 
topmost parts of the barkless pale tree trunks. 


As you step forward into the mists of the portal, a cool air flows over you before 
your vision goes blurry. You speak the location you desire to go to before the 
powerful magic of the portal pulls you through to your destination; spanning time, 
dimensions, and planes. 


The Gate of Runes, also known as the Main Gate is used for two way teleportation 
between planes and outposts, which were discontinued as of 1496 DR. Below are 
features of the Gate of Runes. 
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Magical Teleportation. If any creature with the ability to speak a language enters 
the portal threshold can speak the full name of a destination location. The name must 
be specific and consist of the exact location. If Erdan Darante were to go to 
Daggerford he would say, “Ducal Castle, Daggerford, Sword Coast, Faeriin, Toril.” 
before entering the mists. If Chumvi Konohamaru Vashkartsen wanted to travel to 
Barovia in the Shadowfell, he would proclaim, “Blue Water Inn, Vallaki, Barovia, Core 
Domains, Shadowfell.” 

Restraints of the teleportation are few but nobody can teleport into an anti-magic 
field, within a mile of a powerful magical storm or dimensional tear, or inside 
interdimensional spaces. Many other inaccessible locations exist but usually are never 
discovered. The Gate of Runes is primarily a public channel for getting between 
common places such as metropolises on the Material Plane. The portal has the ability 
to even teleport objects and items, as long as it is in contact with a guiding creature, 
not exceeding the volume of 80 sq. ft. and weighing no more than 800 pounds. 
Additionally, any magical items with dimension spaces such as a bag of holding or a 
portable hole can still safely be worn and teleported by the Rune Gate. 

Twin Trees. The primary magical power pool originates from the combined forces of 
the two trees en-ringing the portal’'s entrance. The history of the portal creation is 
shrouded in mysterious duality and legends about the growth of the two twins. In 
reality, a combination of four of the greatest Druid from the original Council 
organization, who escaped the Bauldurian prosecutions, magically fused a 
teleportation circle into the two trees. The untapped power was funneled from the 
Great Old Oak, who also aided in providing documents and instructions for the ritual. 

Knowledge of the Root Channels, higher dimensional magical flows from and 
between the World Tree Yggdrasil, are only known by the Council CHancellors. And at 
that, only a few including Erdan, Immeral, and Syllin. 


A2. Gate House Tower 
Read the following box text when the character walk to and through the frontal gate: 
Below a needle-like tower, dotted with rows upon rows of arrow slits, a broad stone 


barbican stands. A wide oaken gate splays open and steel portcullis protrudes from 
dark slits in the ceiling. A few cheerful guards stand under the keystone of the 


smooth rock archway. A rush of going and leaving thoroughfare spills out from the 
gate like a great river. As you walk through bustle and under the stone gate, the 
cool shade invites you into the under-belly of the fortress. 


Read the following flavor text leading to the Council Hall (area A3) if the characters 
were escorted through the gate: 


A smiling Council Member takes you up through a maze of wide stone hallways and 
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wooden staircase before you reach a vast hall. 


The Gate House Tower has the following features: 

Portcullis. This great steel portcullis is usually drawn up into the upper level of the 
tower. In the case of a siege or lock-down, the portcullis can be lowered by four 
individuals, taking an action to fall and lock anyone from entering or exiting. Each 
window in the grid is 4 in. by 4 in. allowing for arrows and crossbow bolts to be fired 
through. 

Oaken Gate. The oaken gate spans the whole width of the Council Hall gate 
entrance, each door is 4 ft. wide and 12 ft. high at the center. 

Overhead Trapdoors. Positioned in a strategic row above the main gateway and 
between the Portcullis and Oaken Gate, a set of trap doors allows for items to be 
dropped down in cases of a siege. Arrows, boiling oil, rocks, and crossbow bolts can 
be hurled down at enemy attackers if they infiltrate the gate house. Each trap door 
has an AC 17 and 30 hit points. A trapdoor weighs 80 pounds and is 3 ft. by 3 ft. set on 
lubed steel hinges. 


A3. The Council Hall 


Read the following text when the character first enter the Council Hall: 


As you enter the room and look around you see a long oval table carved out of 
beautiful oaken wood. Above you the ceiling rises 43 feet above the table into a 
magnificent domed glass roof revealing the sky beyond. Two sets of balconies 
whined around the perimeter of the room above you. 


Bright sunlight spreads warmth through the skylight and green ivy climbs from 
clay pots up the columns supporting the balconies. The soft chirping of birds 
surrounds you as they flutter around. The constant bustle of scribing quills, stepping 
feet, and murmur of talk mix in with the calm atmosphere. Green cloaked 
humanoids of all descriptions walk around or partake in important businesses. 


Add the following if Erdan Darante (reference Appendix C) is present in the Hall: 


As you enter the room and look around you see a long oval table carved out of 
beautiful oaken wood. Above you the ceiling rises 50 feet above the table into a 
magnificent domed glass roof revealing the sky beyond. Two sets of balconies 
whined around the perimeter of the room above you. 

In a high-backed oaken arm-chair sits a figure wrapped in a forest colored green 


cloak, he looks revealing a neatly shaved angular face pointing out his elven 
heritage. As he stands up, his cloak falls away to reveal small pointed ears, green 
skin hue from a foreign land, but muscular human traits suggesting human heritage 
alongside elven. As he walks toward you, a big friendly grin appears on his features 
and he reaches out his hand in a manner of respect and welcoming. 
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You notice that he carries a longbow, a pair of sword swords; and, tucked in his 
belt, a hilt of a bladeless sword which shines with golden light, the hilt and cross 
guard are fashioned into the likeness of a sun. 

The half-elf kneels down before you and exclaims. “Il am Erdan Darante, the 
founder of the Council of Erdan. | am very honored to meet you in person after 


hearing what great feats you have achieved and what heroes you have become.” 
with that he stands up and points you to the long table. On the table are plates 
layed out with simple, but high-quality food. A couple attendants with the 
embossed Crest of Erdan on their chests direct you to your seats behind the big 


table. 


Caption: Entrance to the Council Hall looking southwest. 
Jennie Goggin 


The central hub for all of 
the Council’s operations, 
plannings, inner workings, 
and business dealings; the 
Council Hall is a memorable 
and busy space. Long before 
the Council of Erdan 
ventured into the Domain of 
Silverleaf a great old oak 
stood directly on the spot 
where the table stands. The 
mystical shade of the Great 
Old Oak entity still provides 
continuous energy, life, and 
warmth within this great 
space. Open windows 


overlooking the green meadows southwest of the Council headquarters, allowing for 
birds and squirrels to clamber into the domed space. Most Council Members refer to 
the Council Hall and the whole complex of the Council headquarters as the “Council 
Hall”. Most new members or travelers get confused by this generalization. 


The Council Hall has the following features: 


Oaken Table. This table is composed of a single broad, 30 foot long 12 foot wide, 
slab of smooth and glazed oaken wood. The table's surface is usually cluttered with 
papers, maps, and other documents as well as reference books and empty plates of 


food. 


Usually 40 chairs fit around the perimeter of the table and the whole chamber's 
capacity is 70 chairs, although it can fit up to 120 chairs. During dining hours a set of 
smaller tables line the southern wall brimming with food of unusual and more robust 
ingredients. Berries, venison, fruits, nuts, and vegetables compose the Council 
Members’ diets. Furthermore, these tables and chairs can be stored in the rooms 


below the Council Hall in the case of big meetings. 
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Banners & Decorations. The ivy and greenery in this room is non-magical and has to 
be attended by the gardeners of the Council. Forest-green banners depicting 
golden-threaded Crests of Erdan sway in the breeze from each pillar, stretching down 
three stories. All of the balconies, chairs, and wooden beams are etched with oakleaf 
and acorn reliefs. 

Floor & Walls. The basic gray stone floor of the Council Hall has been rubbed 
smooth by hurried boots of numerous Council Members. Stone walls rise up to the first 
story of the hall before great oaken beams and walls complete the outside chamber 
and support the domed skylight. Twelve (although originally ten) stone pillars rise out 
of the floor to meet the oaken balconies, wooden beams, and inscribed archies. These 
stone columns originate from the foundations of the Council Hall cellar located 
beneath the chamber. 

Chancellor Offices & Quarters. On the second story overlooking the balconies 
which encircle the Council Hall a dozen of crammed living spaces line the perimeter. 
Each office possesses a simple writing desk, chair, cabinet, and bed. Each office acts 
as a living quarters for one of the Council Chancellors, with a few adjustments and 
customization preferred by each occupant. 

Council Cellars. A wagon-wide cross-gate links the western gate-yard, Northern 
Courtyard, Southern Courtyard, and Gate House. Beneath the spacious Council Hall 
rows of inter-dimensional cellars, storages, and armories hold vast amounts of 
preserves, equipment, weapons, armor, raw materials, water, wine, beer, records, 
books, etc. Between these dim stone-arched rooms lay the grand double doors of the 
Library of Al’ore Section 4. Other locations include storages of uncountable volumes 
which hold enough food for a dozen years in the case of a siege. 

It is unknown to even Erdan himself how many chambers truly span the underground 
of the Council Hall. Some speculate that these chambers are magically refilled from 
other decommissioned outposts or the Great Old Oaks mystical powers. 


A4-1. Northern Courtyard 


Read the following text when the characters first enter the courtyard: 


Nestled north of the Council Hall and Gate House Tower, a cozy courtyard expands. 
Less people populate this area than in the rest of the Council headquarters, priests 
and paladins enter a small prop-up building bordering the southern wall of the 
courtyard. Soft chanting and the smell of incense drifts from the small building. 


To the north of the courtyard two longhouses stand in the dazy light. Sleepy 
Council Members tumble out of them, men from the eastern and women from the 
western, as couples and young children roll out of a central, three-cornered house. 
The calming sound of clothes being folded and the smell of fresh laundry waft from 
the three buildings. 
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During the day the courtyard is primarily populated by a rare priest or night-watch 
guard. Worshipers of any good deities gather in the Chapel area to pay homage. The 
greatest amount Courtyard swells in people is in the morning and evenings during the 
bell toll for retiring to sleep. At this time, and from all corners of the Council Hall, 
hundreds of people exit or enter the sleeping quarters. 

Guards who take on night shifts are wise to escape the bustle hordes a bell toll 
ahead of time. During the night the Northern Courtyard becomes a droning of snoring 
Council Members. The Northern Courtyard has the following features: 

Men’s Quarters. The eastern longhouse stretches into the northeastern corner of 
the courtyard. Rows of oaken beams and pillars create a grid of wooden posts 
throughout the building. Strategically organized, metal hooks line the walls, columns, 
and beams, allowing for a space-saving array of cots and hammocks to be strung up. 

Each cot has a small chest at the foot of it with a double compartment, one side for 
each sleeper in that area. Furthermore, each cot is designed for one individual to 
sleep in while a second person sleeps above them in a hammock. During the day, most 
of the hammocks are stored in the chest or rolled up on their respective cots. 

A special curtain at the end of the longhouse separates the sleeping Council 
Members who have night duties, are recovering from injuries, or simply napping. The 
capacity for the total amount of cots has never been exceeded and many individuals 
claim to see new sleeping spaces where none existed before. 

Women’s Quarters. The western 
longhouse has the same features as the 
Men’s Quarters except it perfectly mirrors 
the other building in its layout. The cots, 
hammocks, chests, and curtained-off 
section are the same to the men’s sleeping 
spaces. 

Unlike the men’s longhouse, a few 
creative female Council Members have 
started painting the pillars of the sleeping 
quarters with fantasy and dream-like fairy 
tales. Other women have joined in and 
added a few flowers to the boring wooden 
ceilings. The men who hear of the women’s 
quarters being decorated simply swipe it 


away as being unnecessary or not Caption: A common guest suite 
resiment=d, room. Wilson Wang, 

Family Quarters. The central and wilsonwang1988. artstation.com 
predominant building within the courtyard 


is the three winged family quarters. Shaped 
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like a crescent and facing south, the protection of a walk-around porch allows for 
children and parents to walk in the shade. Designed to provide more comfort and 
privacy, many Council Members have been married and coupled seeking to move into 
the Family Quarters while also fulfilling the great encouragement of reproduction and 
fruitfulness the Council supports. 

The central wing of the building houses individual and meager rooms, each with a 
single cot and a chest. Bonus additions to each of these rooms include a crib or 
children's cot which are outfitted when the time arises for such needs. A door at the 
end of the connecting hallway leads directly into the Hospital Wing, where pregnant 
mothers may seek immediate help and birth to the world another wonderful child. 

To the side boarding the Men’s Quarters, the eastern laundry wing operates 
throughout the day. Daily cloth drop offs are commonly done before going to bed and 
after a long sweaty work day. The smell of steaming laundry commonly drifts over the 
whole courtyard. 

To the west, and bordering the Women’s Courtyard the child day-care wing rests. 
Children of families who work during the day for the Council can be dropped off in 
this day-care. Full-time caretakers play with the children and rarely even take them 
on field trips to explore other locations. Since the required age of apprenticeship is 12 
and mothers have a time-off from Council duties for a full year after a child's birth, 
the daycare only houses children from ages 2 to 11 years of age. 


A4-2. Southern Courtyard 


Read the following when the characters enter the Southern Courtyard: 


The loud cacophony and noises surrounding make the Southern Courtyard appear in 
constant movement of production and creation in numerous states of progress. 
Horses hitched to wagons make rounds between two gates, one entering the Council 
Hall and the other running under the Gate House and out of the Council 
headquarters. The smell of freshly baked goods, wooden shavings, burning coal, and 
tempered steel flood your nostrils. 

Positioned in the center of the courtyard, a stone well with a wooden hinch and 
two sets of chains is operated by Council Members as they horribly distribute water 
between all of the production centers. To the southeastern corner a great 
storehouse, granary, and barn stand in a single complex. Council Members rush in 
and out of the storage with supplies or restock certain goods from loaded wagons 
parked nearby. 

Dominating the south wall a smithy rings with hammers as a four-comuned smoke 
stack issues gray smoke into the wind and over the ramparts. A two-story building in 
the southwestern corner also issues smoke into the air as stoves bake and cook vast 
assortments of smelling foods. 

North of the kitchens the animal stalls lay in shadows of the grand Council Hall as 
a set of stone stairs split the two buildings apart. The stopping of hooves and 
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grunting of mounts stamps out of the animal stalls. The soft smell of manure is 
masked underneath the overpowering curls of cooking food. 

In the north of the courtyard and placed directly between the two gates, a small 
lean-to building stands. Steam and the sound of cold sloshing water echo from the 
shower house. Council Members with wet hair walk out of the shower house as dusty 


individuals splash water onto their faces in a tin basin outside the structure. 

The flow of people is in disorder as cooks, maids, apprentices, and messengers 
scurry hither and thither. A set of twelve-foot-wide stone stairs climbs up to the 
Council Hall in the northeastern corner of the courtyard. Nobody seems to notice 
you as they rush to complete their task or continue on in their labor. 


The physically laborious, most busy, and productive section of the Council of Erdan 
only slows down during the night. Strictly functioning under each bell-toll of the Gate 
House Tower, most of the Council Members work manual labor jobs in this courtyard. 
Jobs in the Southern Courtyard include: blacksmiths, silversmiths, carpenters, 
potters, porters, bakers, cooks, etc. 

In the mornings and evening of each work-day, a great rush of people flows into the 
courtyard from the Northern Courtyard through both gates. Each Council Member 
knows their job and certain tasks are distributed by higher ranked Council Members. 
Some Master Crafters may have their workers rotate throughout the day or perform 
their job for 8 hours straight. 

The Southern Courtyard has the following permanent buildings, with a rare few 
workshops mysteriously popping into a certain area. Some individuals have reported 
visiting locksmiths and goldsmiths in the Smithy with no prior knowledge of such 
trades existing in that area. These features are: 

Smithy. The smithy located in the southernmost part of the Courtyard, and even the 
whole Council Hall, primarily repairs and creates mundane items for day-to-day use. 
Some off-branches produce weapons, armor, and more unique gear. The smithy 
produces household items such as pots, pans, hinges, nails, etc. which come in handy 
once such items have been broken over time from constant use. 

The smithy operates under a strict schedule of bell-tolls with the leading Master 
Crafter having nearly no work alterations to the robust workers, who are usually 
dwarves. Any Council Members can come into the smithy for repairs and get their 
items fixed within a 4 hour waiting period. 

Council Kitchens. Unlike the smithy, the Council kitchens, which are located in the 
southwestern corner of the corral, have a more loose schedule set in place. Cooks, 
chiefs, bakers, and kitchen hands swap places every 3 hours following the Gate House 
Tower bell tolls. The leading Master Crafter rarely gets to work with food as they are 
constantly tasting, ordering, and supervising the busy and sometimes messy kitchens. 
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Food is usually carted to the Council Hall for breakfast, lunch, and dinner. The only 
time when the kitchen stoves go cold is during the night after the kitchens are 
cleaned and a dozen cats are released inside to watch for mice. The upper landing of 
the kitchens hold handy goods for cooking which are restocked daily from the Store 
House. 

Barn, Granary, Stores (Store House). Located west of the smithy, the Store House 
appears as a boring barn with brown roofings and simple white-crossbeamed facade. 
Inside the barn, and magically warded from thieves as well as pests, copious amounts 
of food, clothes, paper, wood, metal, and goods are stored. A single Master Crafter 
looks over their team of porters who catalogize, organize, and distribute the Store 
Houses goods. 

Thanks to the warping magic of the 
Domain of Silverleaf, the barn never seems 
to run out of space or room to place a new 
chest or barrel. The upper loft of the Store 
House is primarily taken up by hay bales 
and animal feed for the Stalls. 

Stalls. Leaning against the western wall 
and separated by a set of stairs accessing 
the courtyard battlements from the 
Council Kitchens, the Stalls stand. Within 
this magically extended hall of 
varying-sized stalls, pack animals and 
mounts live in peace from their hard work. 
Usually occupied by horses, some of the 
stalls are repurposed into holding more 
rare creatures such as hippogriffs, pegasi, 
griffins, mastiffs, giant owls and giant 
squirrels. 

The stalls also tend to appear to 
messengers in the Western Gate as well as 
around the entrances of the Council Hall. 7 

: Caption: An assortment of Council items & 
Hay bales and feed is ported over to the WeapONS. Wilson Wang, www.wilsonwang1988. artstation.com 
stalls most of the days as new and 
permanent animals reside in the building. 

Shower House. This lean-to structure houses a set of cold spring showers as well as 
a hygiene center for Council Members. The restrooms also occupy the building but it is 
called the Shower House for its fabled spring water. Many speculations of the waters 
magical powers and imbuing vitality circulate the Council ranks. In reality, a great 
magical spring of water once flowed from between the roots of the Great Old Oak and 
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before the time when Erdan came to the Domain of Silverleaf. This water was and is 
magically blessed by the omniscient entity to provide vitality, productivity, and life to 
anyone who drinks it or baths in it. This water is not holy water. 

Well. This three-foot-radius stone well possesses a two-sided hinch. Suspended 
above the opening is a wooden frame with oak leaf and acorn engravings. With the 
frame two separate pulley systems can each hoist up a bucket independently on the 
others position. This allows for efficient pulling of water buckets out of the well for 
different needs. 

The source of the water and the depth of the well are unknown as Council Members 
have reported being able to see the water twelve feet below to having to pull a 
bucket for twelve minutes straight before getting the water up. In reality, the water 
originates from the same magical spring from which the Shower House gets its water. 

Other locations. Between the various shops and storages, a not-so-uncommon 
workshop may manifest. These interdimensional locations, with the Hospital Wing 
being the most famous, can move around the Council Hall as the need arises. 
Individuals who work in these locations always can find them when going to work and 
are always persuaded that they have existed in that certain location since their 
enlistment. 

These locations include among some more secret or unknown one; barber shop, 
goldsmith and locksmith, painter shop, cartography room, fletcher and weapon 
crafter workshop, pastry bakery, book and printers shop, Hospital Wing, magic 
component shop, leather workers and saddler workshop, woodcarver and carpenter 
shop, tinkersmith workroom, stonemason depot, weaver and clothes shop, 
glassblower shop, cobbler shop, and even a jewelry shop. 


A4-3. Western Gate 


Read the below flavor text when character enter this location: 


A small courtyard opens before you in the shape of a trapezoid. A few Council 


Members walk around as green-cloaked guards lazily walk the walls. Nothing 
interesting is happening in this western reclusive corner of the Council Hall. 


The Western Gate has the following features: 

Gate House. The single-wagon-wide gate is made of oak with a simple steel 
portcullis behind it. Unlike the Gate House Tower, the gate dimensions of the Western 
Gate are much smaller. The archway is 7 ft. wide and 9 ft. in height from the 
keystone to the flooring. 

In the case of a siege or lock-down, the portcullis can be lowered by two 
individuals, taking an action to fall and lock anyone from entering or exiting. Each 
window in the grid is 4 in. by 4 in. allowing for arrows and crossbow bolts to be fired 
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through. In the center of the portcullis a 7 in. by 7 in. opening allows for the 
manuballista to release bolts through into invaders. 

Manuballista. Standing in the corner of the courtyard, a powerful manuballista 
stands ready to be fired at any invaders. Attached to a four-wheeled cart, the ballista 
can be pushed with ease into place and fired by four individuals. 

The origins of the ballista can be traced back to a deceased friend of Erdan Darante 
who perished in Barovia during Erdans adventures in the Domain of Dread. Kosef the 
Artificer had created and installed the ballista onto a vistani wagon which the party 
used to get around the misty land. Some time after Erdan came to the Domain of 
Silverleaf, and having nowhere else to put the giant crossbow, he placed manuballista 
into the Western Gate yard to protect the Council’s side entrance. 


A5. The Commons 
When the characters enter the Commons read the text box below: 


On a flat stone patio, a few green-cloaked individuals converse over some important 
topics. Located west and in the shadow of the Gate House Tower, the commons act 
as a connector for Council Members to commute between the Northern and 
Southern Courtyards. A grand entrance opens into the Council Hall which stands 
facing you from the southwestern corner of the Council headquarters. 


From this one-story vantage point you see the rest of the courtyards and 
gatehouses below you as production and the flow of people move around. Guards 
walk into the looming needle-like tower as Master Rangers and Druids enter and exit 
the Council Hall. The cool breeze, unfelt from inside the courtyards and Council 
chambers, gives your noise a break from all of the smells around the Council 
premises. 


The Commons stand over the crowded connections of all of the Council courtyards, 
gates, cellars, and halls. Considered the entrance before the heart of the Council 
Hall, the Commons are used to refresh and calm down before entering the Council 
Hall for meetings or meal-times. 

During breakfast, lunch, and dinner hours of the Gate House Tower bell tolls, 
Council Members working in the Southern Courtyard stream up the stairs situated 
southeast of The Commons patio area. Guards may walk out of the tower but the 
densest flow always goes up and down the wide stairs. 
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General Appendix 


Ay, what a sight that was of the great and mighty Erdan Darante. The light which 
poured off from him in the midst of all those crawling undead. What | explain to you 
now is how my own eyes saw it, Erdan was as if the single flaming light within a lake 
of darkness, burning ever brighter with each stroke of his blades. 

The greenish brown cloak trailed behind the half-elf, his leather armor showing 
beneath embolized with the tree and roots of the Crest of Erdan. As he strove to 
battle his gaze became sharp as if a great explosion was being kept within him, the 
usually calm and relaxed Half-elf became so stern and predators-like he appeared to 
be less friend than foe. But, that notion changed as | looked over to the small horde 
of undead, skeletons and zombies all crawling out from what appeared to be an over 
grown graveyard. We had been sent here to deal with the rising undead and Erdan 
had only taken a group of about five Rangers with him to investigate as well as 
cleanse the area. 


Now we were approaching them from a grassy hill, the five Rangers all encircling 
the graveyard as Erdan strode past the collapsed iron gate. Upon sighting the 
undead, Erdan had not spoken a word but just fluidly walked forward, just like a cat 
stalking it prey in an open field yet 
letting it self be seen. As the Half-elf 
crossed the threshold into the graveyard, 
as one the undeads’ blank stares looked 
up to the imposing figure. Their rotted 
jaws clamping and their shambling bodies 
shuffling towards their target. 

In a powerful motion and a instant burst 
of speed, faster than my eyes could 
follow, Erdan exploded into motion. The 
Half-elf spun as he unclipped his bladeless 
sunsword from his belt and unsheathed 
his shortsword. As he came around a 
blinding light burned my eyes, making me 
not see Erdan for a few brief moments 
before they cleared again. When | looked 
down upon the graveyard from my 
vantage point the sight that met my eyes 
was spectacular indeed. From Erdan’s 
bladeless sunsword a pure and radiating 
blade of burning white light erupted, 
stopping the shambling horde in their 
tracks. Erdan continued his spin, his 
forest colored cloak streaming behind 
him, as he fell upon the nearest cowering 
undead. Caption: Erdan Darante in leather armor with 


Within his fluid motion | had not RODE PON: Unlvionn ANE 
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noticed that he had cast a spell, one similar to that of a paladin’s smite. As the 
Half-elf’s shorter blade slashed the stumbling zombie’s torso it exploded in radiating 
flames, just as pure and white like the blade he wielded in his other hand. The 
flames burned away at the dead flesh revealing more bone before making half the 
zombie turn to dust, laying the trapped soul to rest. 

What came next was so fast paced that | could only follow the flaming explosions 
of Erdan’s shortsword and the streaking line of light from his sunsword. In that blur 
of light zombies and skeletons alike fell, their bodies turning to dust as flames or 
radiance burned their rotten bodies. | was so captivated to notice that a few undead 
had fallen thanks to the support of the Ranger’s, all taking potshots at some of the 
horde which was still out of the range of Erdan’s deadly blades. 

The explosion and streaks of light zipped past undead after undead, each time 
sending the rotten body fall to the ground as it turned to dust. This continued for a 
long time; Erdan pumping his blades in a blur which I, still a experienced swordman, 
had a hard time following; and the Rangers taking their shots to lessen the number 
of the horde on its edges. Through the one-sided battle | used some of my musical 
talent to aid the Rangers, as | had come with the Rangers for just that reason. As | 
gifted away my magic to the Rangers my eyes could not leave Erdan, in his full relay 
he cut a literal path through the assembling horde, leaving it littered with fallen 
corpse turning back to their original inanimate forms. 

He, the Half-elf Erdan Darante, was not a man at the moment but a beast who 
knew what it was doing yet in a frenzy that had no means of stoping. The form of the 
Half-elf ranger moved deeper into the cemetery, only distinguishable by the 
radiating light from bth his holy blades. As the light darted from undead to undead 
making quick work of any it flew by the five Rangers all kept their bows twinging. | 
added to the rhythm of the drawing and firing of bowstrings as my lute’s ringing 
voice encouraged the five Rangers to keep up the volley. 

Below the Rangers and |, Erdan was making great progress, carving a path to the 
main crypt of the cemetery which held the greatest hordes of undead. Erdan seemed 
to never use any other spell or improvisation as he fought the undead; never mind 
that notion, lesser undead are very predictable, they shamble toward you and you 
can always expect them to do nothing more. 

Erdan suddenly stopped, his cloak flying from the momentum of his stop as he 
stood in the center of the cemetery, facing the mausoleum. A perfect circle had been 
formed around his by his blades, the undead slowly enclosing back onto him. The 
expression on the Half-elf’s face, his proud stance and outstretched blades, his long 
cloak and perfect armor giving him the appearance of a noble lion. No a dragon, his 
chest puffed out in arrogance and undefeatableness. Wait, like an Adult Silver 
Dragon, Erdan stood, the brilliant light adding to his appearance. | could see that he 
was waiting to catch his breath, but something spectacular was to happen once he 
did. 


Erdan had studied undead for years, even perfecting fighting style and giving every 
ounce of his energy to annihilate all undead. So at the moment when he had paused 
in that battlefield he was just executing one of his many effective undead battling 
strategies, rest. Every natural living being had to rest, even in the middle of combat 
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to get their bearings back and catch their breath, so thats what Erdan was doing but 
not it the sense you might think. As the hordes quickly enclosed Erdan sent a single 
and powerful healing spell into himself to heal the few wounds he got during the 
first penetration. 

| personally think that Erdan’s second explosion was even greater to behold than 
his first, for he leaned backward onto his planted back foot and sent himself ona 
second dizzy spin. Both the Half-elf’s blades extended as his body came around, 
slashing in perfect precision if any undead dared to pass an invisible barrier he had 
set. Explosions of light weaving with lines of radiancy made an impenetrable wall of 
death for the mindless undead, bodies fell or spun away as they turned to dust amid 
the light that shown from Erdan. 

The sight of the greenish brown blur the Half-elf ranger was and the rapid 
shrinking of the undead as they literally walked into their doom made even one of 
the Rangers beside me on the hill side pause. It looked like the death in the soil of 
the graveyard itself was streaming into the globe of light that Erdan was, as if a void 
of pure radiance swallowing all the darkness in the world. 

| continued to channel more magic into the Rangers who started to hit with more 
precise and deadly effect the more | played my instrument. Finally with the joined 
attacks of the Rangers, who tirelessly shot at the undead along with my magical 
help, and Erdan’s destructive but cleansing blurry of blades the undead horde 
dwindled. The undead stoped to flowing from the mausoleum and only a few crawled 
around, either with their legs unusable or nearly dead. 

Erdan, still in is fighting state ruthlessly came to each of the crawling undead to 
plunge his radiating sunsword though their heads. The Half-elf had already stowed 
away his shortsword as he finished off the last of the undead, turning to us witha 
gaze of a fierce dragon. For a second | though that he might run up and loose his holy 
blades upon us, but the look of his inner hunter turned to the tender and kind look of 
Erdan Darante the friendly Half-elf. 

| remembered very little of the way back from were we came to one of the 
numerous small settlements dotting the hills. A few of the Rangers were ina similar 
state than myself, shocked or more bewildered by what we had just seen. Erdan 
seemed perfectly normal, strolling in his high leather boots as if he had just sipped a 
glass of wine and politely walked away. The Half-elf’s face shown of content and 
kindness which | had gotten very used to, but never ever, had | seen Erdan in such a 
state of perfectly calculated rage as in that one graveyard. 

The grace of a dancer, the deadliness of an assassin, and the holiness of a paladin; 
thats what Erdan Darante was when he dove into the undead hordes. 


-Finnian Hilltopple, during a small undead skirmish somewhere on the Sword Coast 
1486 DR 
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Appendix A: Rules & Warlock Patron 


The Council as a Faction 


The Council of Erdan can be treated as a Faction for Adventurer to join and purge 
undead across Faertin. For an Adventurer to join the faction they must see Erdan 
himself at one point before they embark on an adventure or during it, in order to join 
the faction. Every character under the crest of Erdan gains all the privileges 
referenced in the contract in Chapter 3 (page 22), not all of which can be applied (For 
example, if the adventurer enters another plane of existence or travels to a place out 
of the reach of the Council that person cannot gain many of the privileges). Also, any 
Adventurer under the Crest of Erdan must follow the rules of the council listed in the 
Council Rules chapter 3 (page 14). If any of the rules are broken the character may 
lose renown or be pursued by punishment up to the DMs directions. 

By joining this faction a character does not gain bonus equipment but gets issued 
the Crest of Erdan on all of their clothing, armor, or shields as specified in the Council 
Rules chapter. 


Renown advancement. 

Because of the many strict rules of the Council a Adventurer might have a hard time 
to climb in renown ranks. As a player you should know all the rules and privileges of 
the Council and make your character have lawful good alignment as to respect the 


rules. Also, as a DM you might want to let the rules loosen or keep them strict to 
enable some increase in renown, not just being pounded to the bottom of the rank. 
The Council of Erdan is based on a strict rules system so that only the best and most 
loyal get to the Council top and amongst the 12 top Council members. 


Below is the Faction Rank Table for the Council of Erdan. For more specific positions 
and ranks in the council reference Chapter 3. 


- 


25 Master (Druid, Ranger, Crafter, Guard)* 


Council (Druid, Ranger, Crafter, Guard)* 


*The adventurer is assigned to a branch; either a druid, ranger, crafter, guard. 
Example name: High Druid 
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Pact of the Great Old Oak 


This Patron is defined as a archfey and a great old one in the Players Handbook with a 
mysterious origin and the fey abilities of an archfey. The entity know as the Great Old 
Oak has an unknown origin, only communicating with its worshipers through short 
visions and emotional urges. Scribes and sages of the Council could only track the 
Great Old Oak as being an aspect of Silvanus or Yggdrasil the world tree, with no 
confirmation or denial. 

The Great Old Oak is neither a Archfey or a Great Old One warlock patron as 
described in the Players Handbook. Some sages speculate that the Great Old Oak 
might even been both of the entities in one form hailing from an ancient times past 
and reincarnating into an Archfey. 


Expanded Spell List 
The Great Old Oak lets you choose from an selected list of spells when you learn a 
warlock spell. The following spells are added to your warlock spell list. 


Identify, Tree Climb* 
Detect Thoughts, Pass Without Trace 


: 
es 


5th Dominate Beast, Rary’s Telepathic Bond 


*Found in Appendix B below. 


Proficiencies 
Starting at 1st level, the Great Old Oak give you ancient knowledge unknown to 
anyone in the universe but you. You gain the following proficiencies, if you don’t 
already have them: 

e you learn how to speak Laeveneth (a sub-dialect of Sylvan) 

e you become proficiency in the History (Wisdom) skill. 

e and you gain proficiency in a artisans tool of your choice (list found in Players 

Handbook). 


Animistic Mind 

At 1st level, the Great Old Oak gives you the ability to converse with all animals and 
Sylvan speaking creatures. You can cast the speak with animals spell on yourself once 
per day. In addition to the spell normal effects you also can speak Sylvan until the end 
of the spells duration. 
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You must finish a long or short rest in order to regain this ability. 


Misty Escape 
Starting at 6th level, you can vanish in a puff of mist in response to harm. When you 
take damage, you can use your reaction to turn invisible and teleport up to 60 feet to 
an unoccupied space you can see. You remain invisible until the start of your next turn 
or until you attack or cast a spell. 

Once you use this feature, you can't use it again until you finish a short or long rest. 


Mind Defense 
Starting at 10th level, your thoughts can’t be read by telepathy or other means unless 


you allow it. You also have resistance to psychic damage, and whenever a creature 
deals psychic damage to you, that creature takes the same amount of damage that 
you do. 


Entity Connection 
At 14th level, you can enter a state of mystic meditation which telepathically links 


you with the Great Old Oak. After 1 minute of uninterrupted meditation (same as 
concentrating on a spell) you can choose on of the follow effects to take place: 

e You learn a critical piece of information pertaining to your allies as well as your 
enemies. You gain the knowledge which a legend lore spell would impart to 
you, with the information being up to the DMs digression. 

e For the next 1 minute you can add your Wisdom ability modifier to any attack 
rolls you make. 

e You can send a message to any friendly creature which you have seen and 
spoken to in the last ten days. The message can be composed of up to 24 words 
but must not be transmitted by verbal speech. The message can take on the 
form of a dream of telepathic command. The range of the message is limitless 
as long as the target is not charmed or possessed. Furthermore, the message 
can even surpass planes of existence. 

e You gain advantage on your next save, ability check, or tool check. 

You must complete a long or short rest before you can use this feature again. 
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Appendix B: Magic 

Magic in in the Council of Erdan is used and found in everyday life just as well as in 
battle. The Council of Erdan’s druids use their magic for healing, repairing, cleaning, 
and many other peaceful uses just as they might use destructive magic. Druids in the 
Council are classified as any spell caster of good alignment and thus among the 
Council druids their are many paladins, clerics, wizards, sorcerers, and even warlocks 
not just druid spellcasters. Between the ranks of the Council of Erdan a couple simple 
but very commonly used spell circulate, in addition to numerous magical items. Below 
is a list of spells and magical items which one might use or find within the hands of 
the Councils even lowest ranked members. 

The Sunsword, also within this list, is a sentinel sun blade which Erdan had gotten in 
his travels through the Planes of Dread before establishing the Council. Their exist 
only one Sunsword which Erdan keeps on his person at all times. No body knows if he 
does this because of the sword value or because of the swords own motives. The 
Sunsword is the only item in this list which cannot be readily found in the outposts of 
the Council of Erdan. 


Spells 
Tree climb 
1st-level enchantment 


Casting Time: 1 bonus action 

Range: Self 

Components: S, M (A piece of non magical bark) 
Duration: Concentration, up to 1 minute 


You can climb like an animal for the duration of the spell. You can only climb what 
you can grip on to like bark on any tree or stone masonry on a building. In addition 
you gain a climbing speed of 25 ft for the duration. 


Speed Growth 
3rd-level conjuration (ritual) 


Casting Time: 1 action 

Range: 50 feet 

Components: V, S, M (A seed of the plant used to grow which the spell uses) 
Duration: Instantaneous 


You make the seed of the plant seed used for the material component sprout and 
grow to full maturity within a couple of seconds. The area the plant can grow in has 
to be big enough to support the seed, after which the plant will adapt its roots and 
body parts to its surrounding environments but must have no less than 3 sq. feet of 
space to grow in. For example, a flower will grow to its full beauty and its roots will 
burrow into or around any materials it can hold in when you finish casting the spell. If 
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you use a tree seed it will grow and its roots will harmlessly wrap around any 
obstacles it comes to as a normal tree would in the time of years. 

The non magical plant will have the same traits as a non magical plant of its type 
and will live in any environment it is placed in like a plant of its type. So if you grow 
an oak seed in the dusts of a desert it will wither up and die within a day due to the 
lack of nutrients and resources it normally needs to grow. 

Everything this spell does is make any plant seed used as the spell component to 
timelapse into its average form before continuing to live on normally. Once cast, the 
plant is treated as a non magical plant of its type with its stats determined by the DM. 


Magical Items 


Arrows of Halting 
Weapon (any ammunition), uncommon 

This simple looking ammunition, instead of having barbs, presents a metal point the 
same width of the shaft etched with runes of stopping. When a creature gets hit by an 
arrow of halting it gains the restrained condition as it is glued to the spot. 

On the creature's following turn, it may do a Strength (athletics) check (DC 15) to 
break free but uses their whole turn doing so. After the arrow restrains a creature it 
vanishes. 


Arrows of the Council (Erdans Arrows) 
Weapon (arrow), rare 

This mundane looking arrow features 
forest-green fletchings, and has a crude 
but sharp point blessed by the Council of 
Erdan druids. On a hit, the arrow deals an A 
additional 1d4 force damage to the A 
weapon's normal damage. If the arrow 
misses its target, it explodes on impact 
within 5 feet of the target (determined 
randomly with a d8 dice roll on a square 
grid), dealing 2d6 force damage to any 
creature or object in that space if there is 
one at all. 

Additionally, if an arrow of the council 
hits a target and deals it damage, it can 
be retrieved while still keeping its magic but has a 40% chance of breaking, thus losing 
all of its properties. Any retrieved arrow continues to function as an arrow of the 
council. Lastly, If the arrow uses its exploding ability it is permanently destroyed. 


Caption: A common green-fletching arrow of 
the Council. Unknown artist, 

https: //www.seekpng.com/ipng/u2q8q8r5e6w7w7w7_arrow- 
bow-png-green-archery-arrow-png/ 


Erdans Enlarging Airship 
Wondrous item, very rare 

There is only one known Erdans Enlarging Airship which resembles a sleek dark 
purple vessel. When the airship is created it has the name Nightrider written on its 
hull. The airship is currently in the possession of Erdan Darante, the creator, and can 
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be identified by its bright fore and aft lights when silently gliding through the night 
sky. Very few people have seen it and those who have do not recognise it as an 
airship. 

This small miniature airship weighs 10 pounds and if thrown into the air will 
magically transform into a magical airship which can hold up to 5 medium creatures 
on its main deck plus one medium creature on its poop deck. The creature located on 
its poop deck can steer and maneuver the airship. Underneath the ship’s main deck is 
a small cramped storage space for any supplies or goods stored there. This storage 
can hold one cramped medium and one small creature or goods weighing up to 200 
pounds, not exceeding 120 cubic feet. 

The Airship can become a model once again if the ship lands on the ground or loses 
all of its hit points. Anything on the ship while it turns back into a model is 
transported into the cramped storage if it can and any access items appear beside the 
model. The ship has the statistics of an airship in the Dungeon Master's Guide but has 
its stats reduced by 6. The airship does not have any weapons on it but enables any 
person riding it to use ranged attacks from it. Any creature can steer the ship as long 
as they are standing on the poop deck and can add their proficiency bonus if 
proficient in water vehicle to any ability checks made to control the ship. 

For every hour the airship is used it cannot be used for another two hours after 
that, for example, a creature can use the airship for 3 hours to fly somewhere but has 
to wait 6 hours before being able to use its ability again. 


Mace torch 
Weapon (Mace), uncommon 
(requires attunement) 

This mace has a magical chamber 
in the head of the mace which can 
be ignited into a torch. The mace 
has all of the same abilities as a non 
magical mace. In addition, once per 
day the user can use a bonus action 
to turn the mace into a torch with 
the same statistics as a non magical 
torch. The Mace torch can be used 
while ignited dealing an extra 1d4 
fire damage on a hit. After one hour 
the torch goes out and can only be 
used again after dawn. 


Caption: A common Mace Torch. Emily Mitchell, 
https: //www.instagram.com/p/BriYkvbFHs0/?img_index=1 


Sunsword 
Weapon (longsword), legendary (requires attunement) 
The hilt, which is sentient, knows that it can never be reunited with its original 
crystal blade. It has, however, gained the properties of a sun blade: 
e You gain a +2 bonus to attack and damage rolls made with this weapon, which 
deals radiant damage instead of slashing damage. When you hit an undead with 
it, that target takes an extra 1d8 radiant damage. 
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e The sword's luminous blade emits bright light in a 15-foot radius and dim light 
for an additional 15 feet. The light is sunlight. While the blade persists, you 
can use an action to expand or reduce its radius of bright and dim light by 5 
feet each, to a maximum of 30 feet each or a minimum of 10 feet each. 

Sentience. The Sunsword is a sentient chaotic good weapon with an Intelligence of 
11, a Wisdom of 17, and a Charisma of 16. It has hearing and normal vision out to a 
range of 60 feet. The weapon communicates by transmitting emotions to the creature 
carrying it or wielding it. 

Personality. The Sunsword's special purpose is to destroy Strahd, not so much 
because it wants to free the land of Barovia from evil but because it wants revenge 
for the loss of its crystal blade. The weapon secretly fears its own destruction. 

Finesse. When making an attack with a finesse weapon, you use your choice of your 
Strength or Dexterity modifier for the attack and damage rolls. You must use the same 
modifier for both rolls. 

Versatile. This weapon can be used with one or two hands. A damage value in 
parentheses appears with the property—the damage when the weapon is used with 
two hands to make a melee attack. 


Lorekeepers spectacles 
Wonderous item, very rare (requires attunement) 

These pair of thinly framed golden spectacles are hard to discern from a mundane 
one, except when a creature looks through them. When a creature with a Wisdom 
score of at least 12 puts the spectacles on and were them for 12 hours they become 
attuned to them. If an attuned creature does not use one of the glasses abilities 
within 12 hours, their attunement ends. While attuned to and wearing the glasses a 
creature gain the following abilities: 

e Your Wisdom (perception) increases by a +2 bonus. 

e Asan action, you can cast the legend lore spell without any material 
components. This ability recharges after 12 hours. 

e The spectacles also have 12 charges. While wearing the scatacles you can cast 
any of the following spells from it (DC 12) using one or more of its charges: 
comprehend languages (1 charge), detect magic (1 charge), identify (1 charge), 
locate object (2 charges), remove curse (3 charges), or zone of truth (2 
charges). The spectacles gain 3 expended charges every 12 hours. 


Scribing Stone 
Wonderous Item, common 

The smooth gray stone has a simple runic etching on its surface. For the magical 
item to work, the stone needs to be placed on a blank sheet of parchment with the 
user placing their palm upon the stone, thus securing the paper below it. As an action 
an individual who can speak and read at least one written language can place their 
palm on the stone and speak up to 70 words worth of letters. The stone magically 
scribes the spoken words in Common with readable black ink. 

Once the stone is used this way it cannot be activated until dawn the next morning. 
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Brooch of Erdan (Electrum Clasp) 

Wondrous Item, very rare (requires attunement by a registered Council Member) 
This intricate electrum clasp has the Crest of Erdan embolized in its heart, with a 

similar design to a Harper Pin. Council Members who receive this unique form of an 

elfrune usually wear it to hold together their green-cloaks or pin it to their outer 

clothing. When an attuned creature wears the pin on their clothing they gain the 

following benefits: 

e Their AC increases by +1 bonus. 

e They can cast the Rary’s Telepathic Bond spell without material components as 
an action once per day. This ability is regained daily at dawn. 

e The wearer of the brooch cannot be turned undead and is resistant to necrotic 
damage. 

e Asan action, the wearer can cast the Dimensional Door spell only on yourself. 
Instead of moving 100 feet in a chosen direction the caster can teleport 
directly through the Rune Gate in the Domain of Silverleaf. 

The Brooch of Erdan can physically be worn by other non-attuned creatures but it 
turns a dark red when an evil creature pins it to their clothing. Furthermore, the 
brooch becomes an inanimate 35 gp worth electrum brooch when its attuned wearer 
dies. 
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Appendix C: Stat Blocks 


The following pages have Statistics of the council's main work and fighting forces, 
including a stat block of Erdan Darante himself and many important Council members. 


Ranger 

Exceeding in skill of bow and sword, the rangers of the Council of Erdan take on a 
more discreet line of work. Rogues, fighters, and rangers usually join this branch. 

Jobs done by the Ranger Branch include; espionage, scouting, solo missions, in the 
field document recording, and archery. 

Rangers work out in the field more than other Branches while returning back to the 
Domain of Silverleaf to rest and recover. Use the following stat blocks for each Ranger 
rank. The first ranking uses a scout stat block (in Monster Manual), the Erdans Ranger 
uses the below stat block, the High Ranger variant box below can be overlaid into the 
Erdans Ranger, and the Master Ranger stacks onto the Erdans Ranger stat block. 

Each of these stat blocks are simply generic templates to use in pairing with racial 
features, background features, and other abilities and special items which can be 
added by the DM to each stat block. There does not exist a generic Council Chancellor 
stat block but prominent bolded Council Chancellors stat blocks can be later in this 
Appendix. As of 1495 DR the most notable Council Ranger was Erdan Darante. 


Variant: High Ranger 


This ranger has extra abilities as shown below: 

Ability increases. Con, Wis, & Int scores change to 14 

Hit points. Change to 58 (9d8 + 18) 

Extra skills. nature 

Ability gain. The ranger gains the lands stride ability in the ranger class in the 
Player Handbook. 

These abilities change the CR to 4 (1,100 xp) 


Variant: Master Ranger 


This ranger has extra abilities as shown below: 

Ability increases. Con, Wis, & Int scores change to 14 

Armor class. Change leather to +1 magical leather 

Hit points. Change to 65 (10d8 + 20) 

Speed. The ranger's speed increases by 5 ft. 

Extra skills. nature, animal handling, athletics 

Ability gain. The ranger gains the lands stride ability and primeval awareness 
without using a spell slot found in the ranger class in the Player Handbook. 
These abilities change the CR to 4 (1,100 xp) 

Special Equipment. Master Rangers can choose one of the following Magical items 
from the table below and use it accordingly: 
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Ammunition, +1 

Arrows of halting (found in Appendix B) 
Boots of elvenkind 

Bracers of archery 

Cloak of elvenkind 

Necklace of adaptations 

Quiver of Ehlonna 

Weapon of warning 


Erdans Ranger 
Medium humanoid (any race), any good alignment 


Armor Class 14 (leather armor) 
Hit Points 44 (8d8 + 8) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
10 (+0) 16 (+3) 12 (+1) 13 (+1) 13 (+1) 10 (+0) 


Saving Throws- Dex +5 

Skills- Stealth +5, Survival +3, Perception +3 
Senses- passive perception 13 

Languages- Common, Sylvan, Elvish, Laeveneth 
Challenge 3 (700 xp) 


Actions 


Multiattack. The ranger can make two ranged or melee attacks with its two short 
swords or longbow. 


Short sword. Melee weapon attack: +5 to hit, finesse, one target. 
Hit: 6 (1d6+3) slashing damage. 


Longbow. Ranged weapon attack: +5 to hit, range 150/600 ft., one target. 
Hit: 7 (1d8+3) piercing damage. 


Bonus Actions 


Silverleaf Blessing. The Erdans Ranger can cast the message spell at will which lasts 
for 4 rounds and does not require any spell components to cast. Furthermore, they 
can target any creature they have talked to before and have the same ability, the 
range increase to 1 mile and can go through solid objects of non-magical origins. 
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Guard 

Martial fighters in sword, spear, pike, and crossbow and bows, the Guard branch takes 
on the tireless work of safeguarding and protecting the Domain of Silverleaf. Guards 
might embark on missions to protect Druid’s and other emissaries with Rangers to 
complete more melee based missions. Barbarians, fighters, rogues, paladins, and 
similar hand-weapon-based classes usually enlist in the Guard branch. 

Guards work in the boring field of trading sentinel shifts on the battlements of the 
Council Hall as well as guarding roads and other settlements of the Domain of 
Silverleaf. Guards also join greater missions or reconnaissance tasks with the purpose 
of guarding and defending certain locations and other Council Members. The first 
ranking uses a guard stat block (in Monster Manual), the Erdans Guard uses the below 
stat block, the High Guard variant box below can be overlaid onto the Erdans Guard, 
and the Master Guard stacks onto the Erdans Guard stat block. 

Each of these stat blocks are simply generic templates to use in pairing with racial 
features, background features, and other abilities and special items which can be 
added by the DM to each stat block. There does not exist a generic Council Chancellor 
stat block but prominent bolded Council Chancellors stat blocks can be later in this 
Appendix. Some Council Guards include Bodrim, Ivan Bouldershoulder, and Syllin 
Stagnosa. 


Variant: High Guard 


This guard has extra abilities as shown below: 
Ability increases. Dex & Con scores change to 14 
Hit points. Change to 58 (9d8 + 18) 

Extra skills. acrobatics 

These abilities change the CR to 4 (1,100 xp) 


Variant: Master Guard 


This guard has extra abilities as shown below: 
Ability increases. Dex & Con scores change to 14 
Armor class. Change Hide to +1 magical hide 
Hit points. Change to 65 (10d8 + 20) 
Speed. The guard's speed increases by 5 ft. 
Extra skills. acrobatics, animal handling 
Extra weapons. The guard’s spear gets replaced with a shortsword and the 
shortbow with a longbow.. 
These abilities change the CR to 4 (1,100 xp) 
Special Equipment. Master Guard can choose one of the following Magical items 
from the table below and use it accordingly: 
e Adamantine armor 
e Cloak of protection 
e Gauntlets of ogre power 
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Mace torch (found in Appendix B) 
Mithral armor 
Saddle of the cavalier 


Shield, +1 
Weapon, +1 


Erdans Guard 
Medium humanoid (any race), any good alignment 


Armor Class 15 (Hide armor, shield) 
Hit Points 44 (8d8 + 8) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
16 (+3) 13 (+1) 13 (+1) 12 (+1) 10 (+0) 10 (+0) 


Saving Throws- Str +5 

Skills- Athletics +5, Perception +2 

Senses- passive perception 12 

Languages- Common, Sylvan, Elvish, Laeveneth 
Challenge 3 (700 xp) 


Actions 
Multiattack. The guard can make two melee weapon attacks. 


Shortbow. Ranged weapon attack: +3 to hit, range 80/320 ft., one target. 
Hit: 4 (1d6+1) piercing damage. 


Spear. Melee weapon attack: +5 to hit, thrown 20/60 ft., Versatile (1d8), one target. 
Hit: 6 (1d6+3) piercing damage. 


Long sword. Melee weapon attack: +5 to hit, reach 5 ft., Versatile (1d10), one target. 
Hit: 7 (1d8+3) slashing damage. 


Bonus Actions 
Silverleaf Blessing. The Erdans Guard can cast the message spell at will which lasts 
for 4 rounds and does not require any spell components to cast. Furthermore, they 


can target any creature they have talked to before and have the same ability, the 
range increase to 1 mile and can go through solid objects of non-magical origins. 
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Druid 


Druids are the broad category for all spellcasters who tap into arcane, divine, and 
primal. The extent of the spellcasters in the Druid branch range from clerics to 
warlocks with the exception of evil entity-worshiping warlocks and paladins. Under 
heavy scrutiny by the Council Rules, Druids face the harshest repercussions for 
breaking any of the Council's magic-pertaining rules. 

Druids are tasked with taking care of archiving and documenting information, 
inquiring and researching knowledge, and taking on more at-the-desk work than other 
branches. Druids aid Rangers in providing information for missions and give Guards 
strategic plans for combat. Being the most mysterious of the three branches, yet the 
most open, the Druids dig deep into forbidden lore yet openly demonstrate their 
magical power. 

In rare situations Druids join missions with Guards and Rangers to unearth some 
buried knowledge or simply to cast a few fireballs into a horde of zombies. The first 
ranking uses a druid stat block (in Monster Manual), the Erdans Druid uses the below 
stat block, the High Druid variant box below can be overlaid onto the Erdans Druid, 
and the Master Druid stacks onto the Erdans Druid stat block. 

Each of these stat blocks are simply generic templates to use in pairing with racial 
features, background features, and other abilities and special items which can be 
added by the DM to each stat block. There does not exist a generic Council Chancellor 
stat block but prominent bolded Council Chancellors stat blocks can be later in this 
Appendix. Some Council Druids include Chumvi Konohamaru Vashkartsen, Pikel 
Bouldershoulder, and Immeral “Variz” Sunstar. 


Variant: High Druid 


This spellcaster has extra abilities as shown below: 
Ability increases. Wis scores change to 18 

Hit points. Change to 40 (9d8) 

Extra skills. Arcana, animal handling 

These abilities change the CR to 4 (1,100 xp) 


Variant: Master Druid 


This spellcaster has extra abilities as shown below: 

Ability increases. Wis scores change to 18 & Int scores change to 14 

Hit points. Change to 44 (10d8) 

Extra skills. arcana, animal handling, history 

Extra spells. The druid’s spell slots change in the following manner: 1: 5th level 
spell slot plus the greater restoration, with 2: 4th level spell slots, 4: 3rd level spell 
slots, 4: 2nd level spell slots, & 6: 1st level spell slots. 

These abilities change the CR to 4 (1,100 xp) 

Special Equipment. Master Druid can choose one of the following Magical items 
from the table below and use it accordingly: 
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Pearl of power 

Brooch of shielding 

Staff of the Adder 

Wand of magic detection 
Wand of web 

Wand of magic missile 
Wand of the war mage, +1 


Druid ritual ability. 

Any Erdans druid has an ability to get together with more druids to cast higher level 
spells. Once these druids are together they can take 2 minutes to each expend one 
spell slot and cast any spell up to the number of druids gathered (9 druids for a 9th 
level spell). All of the druids must participate in the casting and cannot lose 
concentration or the spell fails and all of the spell slots expended are wasted. 


Erdans Druid 
Medium humanoid (any race), any good alignment 


Armor Class 11 (druid robes) 
Hit Points 36 (8d8) 


Speed 25 ft. 
STR DEX CON INT WIS CHA 
10 (+0) 13 (+1) 10 (+0) 13 (+1) 16 (+3) 12 (+1) 


Saving Throws- Wis +5 

Skills- Nature +3, Medicine +5 

Senses- passive perception 13 

Languages- Common, Sylvan, Elvish, Laeveneth 
Challenge 3 (700 xp) 


Spellcasting. The druid is a 7th level spellcaster, its spellcasting ability is wisdom 
(spell save DC 13, +5 to hit). The druid has the following spells prepared: 


Cantrips (at will): Mending, Poison spray, shillelagh 

1st level (4 slots): Cure wounds, Create or destroy water, Healing ward 
2nd level (3 slots): Lesser restoration, animal messenger, beast sense 
3rd level (3 slots): Conjure animals, Plant growth 

Ath level (1 slots): Conjure woodland being, Control water 


Actions 
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Quarterstaff. Melee weapon attack: +3 to hit, reach 5ft., Versatile (1d8), one target. 
Hit: 4 (1d6+1) bludgeoning damage. 


Bonus Actions 


Silverleaf Blessing. The Erdans Druid can cast the message spell at will which lasts for 
4 rounds and does not require any spell components to cast. Furthermore, they can 
target any creature they have talked to before and have the same ability, the range 
increase to 1 mile and can go through solid objects of non-magical origins. 


Crafter 

Ranging from artisans of metal working backgrounds to intricate scribes of calligraphy, 
the Crafter branch by far covers the most fields of skill (with the Druid branch coming 
in second). Council Members who enter this branch come from a variety of 
backgrounds including farmers, peasants, noble artisans, shop keepers, and 
craftsmen. Bards and artificers primarily join the ranks of the Crafter branch which 
seeks to provide the Council of Erdan and the Domain of Silverleaf with an operational 
and thriving community. 

Crafters work day and night creating weapons, food, and transportation as well as 
distributing and porting all of the supplies across the domain. Preoccupied with 
repairing vehicles, buildings, and items on a daily basis, the Crafters sole purpose is 
to maintain the structure of a homely community in the Council headquarters and 
keep the other branches supported. In a few rare cases Cratfers join missions where 
their skills will be needed, with the necessity decreasing since 1487 DR after all of the 
outposts became decommissioned. 

The ranking and positions of the Crafters are more specific than any other branch 
and cover more specialized fields of work (reference Council Ranks & Positions in 
Chapter 3). The first ranking uses a commoner stat block (in Monster Manual), the 
Erdans Crafter uses the below stat block, the High Crafter variant box below can be 
overlaid onto the Erdans Crafter, and the Master Crafter stacks onto the Erdans 
Crafter stat block. 

Each of these stat blocks are simply generic templates to use in pairing with racial 
features, background features, and other abilities and special items which can be 
added by the DM to each stat block. The most notable Council Crafters include 
Finnian Hilltopple. 


Variant: High Crafter 


This craftsman has the extra abilities as shown below: 


Ability increases. Wis, Int, & Str scores change to 16 
Hit points. Change to 40 (9d8) 

Extra skills. Arcana, investigation, insight 

These abilities change the CR to 4 (1,100 xp) 
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Variant: Master Crafter 


This ranger has extra abilities as shown below: 

Ability increases. Wis, Int, & Str scores change to 18 

Hit points. Change to 44 (10d8) 

Extra skills. Arcana, investigation, insight, medicine, nature, religion 

These abilities change the CR to 4 (1,100 xp) 

Special Equipment. Master Crafter can choose one of the following Magical items 
from the table below and use it accordingly: 


Alchemy jug 

Bag of holding 

Decanter of endless water 

Driftglobe 

Helm of comprehending languages 

Instrument of the bards (Doss lute, Fochlucan bandore, Mac-Fuirmidh 
cittern) 

Robe of useful items 


Erdans Crafter 
Medium humanoid (any race), any good alignment 


Armor Class 10 (11 with padded armor) 
Hit Points 36 (8d8) 


Speed 25 ft. 
STR DEX CON INT WIS CHA 
13 (+1) 10 (+0) 10 (+0) 12 (+1) 13 (+1) 16 (+3) 


Saving Throws- Dex +2 

Skills- Performance +5, Animal handling +3, History +3, Sleight of hand +2 
Senses- passive perception 11 

Languages- Common, Sylvan, Elvish, Dwarvish, Laeveneth 

Challenge 3 (700 xp) 


Enduring work. The Erdans crafter gets advantage on any check using its skills if it is 
conscious and fully focused. 


Specialized artisan. The Erdans crafter can choose any one of its proficient skills, 
that skills proficiency is doubled. 


Actions 


Dagger. Melee weapon attack: +3 to hit, finesse, thrown 20/60 ft., one target. 
Hit: 3 (1d4+1) piercing damage. 
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Bonus Actions 


Silverleaf Blessing. The Erdans Crafter can cast the message spell at will which lasts 
for 4 rounds and does not require any spell components to cast. Furthermore, they 
can target any creature they have talked to before and have the same ability, the 
range increase to 1 mile and can go through solid objects of non-magical origins. 


Erdan Darante 

Erdan Darante came from a far land 
south, Halruaa. He came across the 
North Wall peaks, past the Shining 
Sea, over Calimshan and Amn, to end 
up in the known land of the Sword 
Coast in a settlement on the famed 
Trade way: Daggerford. In Daggerford 
Erdan met some of his adventure 
friends; Ugh the Goblin, and Bruenor 
Battlehammer among a few more. In 
Daggerford they are asked by Duchess 
Morwen to do a small and seemingly 
simple job, which resulted in Erdan 
entering the mists and set him on the 
greatest adventure of his lifetime, to 
test his limits in the realm of Barovia. 

During his stay in Barovia, Erdan 
managed to light the Beacon of 
Argynvostholt which gave him 
temporary holy power. Upon slaying 
Strahd and escaping the domain Erdan 
lost the holy power of the Beacon. 
One permanent pact Erdan sealed 


with his own blood in the Amber Caption: Erdan Darante’s traditional 
Temple was with a entity known just Halruaan clothes. 15 Elient 1496 DR. Erdan 
as Drizlash, the Nine-eyed Spider. Darante 


Erdan still has a dead, ever open, eye 

on his left shoulderblade which he 

always keeps under a layer of cloths as to not show off his true connection with an 
entity of evil. 

As of 1496 DR, Erdan resides in the Council Hall with his close acquaintances and 
friends while busily recruiting new Council members and keeping the Council the 
welcoming and safe haven it is. Although Erdan has grown wiser and less thirsty for 
adventure, he still displayed the same skill in combat. Erdan is a flamboyant 
character who usually walks around in his worn-in leather armor underneath which he 
wears his exotic and sometimes immodest Halruaan clothing. 
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Ranking & Position. Council Founder, Major Council Ranger, & Apprentice Musician 

Alignment. Neutral good 

Personality Traits. “I have a strong code of honor or sense of proprietary that 
others don’t comprehend.” 

Ideal. “Knowledge. The world is full of knowledge and wisdom which is wonderful 
and mysterious.” 

Bond. “My freedom is my most precious possession. I’ll never let anyone take it 
from me.” 

Flaw. “l have a weakness for a certain fine alcohol, the Champagne du le Stomp, 
which | keep very preciously hidden.” 

Appearance. eyes- green, skin- tan with a tint of green, hair- dark brown, height- 
6’ 1”, weight- 120, age- 40 


Erdan Darante 
Medium humanoid (wood half-elf), neutral good 


Armor Class 16 (with Studded leather) 
Hit Points 71 (11d10 + 11) 
Speed 35 ft., climb 35 ft. 


STR DEX CON INT wis CHA 
16 (+3) 16 (+3) 12 (+1) 10 (+0) 17 (+3) 12 (+1) 


Saving Throws- Str +8, Dex +8 

Skills- Acrobatics +7, Athletics +7, Insight +7, Investigation +4, Perception +7, Sleight 
of Hand +7, Stealth +7 

Senses- darkvision 60 ft., passive perception 16 

Languages- Common, Elvish, Dwarvish, Gnomish, Halfing, Halaruaan, Laeveneth 
Challenge 10 (5,900 xp) 


Special Equipment. Erdan has the following equipment on his person, and uses it 
accordingly: Brooch of Erdan, Sunsword, Quiver of Ehlonna, A wolf-head totem 
(Drudic focus), and a Necklace of Adaptations. 


Brooch of Erdan. While Erdan wears the brooch of Erdan pined to his cloak he gains 
the following benefits: 
e He can cast the Rary’s Telepathic Bond spell without material components as 
an action once per day. This ability is regained daily at dawn. 
e Erdan cannot be turned undead and is resistant to necrotic damage. 
e Asan action, Erdan can cast the Dimensional Door spell only on himself. 
Instead of moving 100 feet in a chosen direction the he can teleport directly 
through the Rune Gate in the Domain of Silverleaf. 
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Studied Enemy. Erdan Darante has advantage on Wisdom (Survival) checks to track, 
and intelligence checks to recall information about the following monsters: undead 
and beasts. 


Fey Ancestry. Erdan has advantage on saving throws against being charmed, and 
magic can’t put him to sleep. 


Pact of Drizlash. Erdan can climb difficult surfaces, including upside down on 
ceilings, without needing to make an ability check. Because of the pact, Erdan has 
grown an extra eye on his left shoulderblade on its body. The eye is blind and ever 
open and has not game function. 


Natural Explorer. Erdan has all the benefits which a ranger gets from the Natural 
Explorer (Chapter 3 in the Players Handbook) trait for the following favored terrain: 
forest, mountain, swamp. 


Primal Awareness (1/Day). Erdan Darante knows the following spells which don’t 
count toward the ranger spells he already has prepared: speak with animals, beast 
sense, speak with plants. Additionally, He can cast each spell once without expending 
a spell slot. 


Spellcasting. Erdan is a 11th-level spellcaster. His spellcasting ability modifier is 
Wisdom (spell save DC 14, +6 to hit with spell attacks). Erdan will cast blinding smite 
on his first turn in combat and has the following Ranger spells prepared: 


1st level (4 slots): cure wounds, searing smite, absorb elements, hail or thorns, tree 
climb, speak with animals* 

2nd level (3 slots): pass without trace, gust of wind, beast sense* 

3rd level (3 slots): blinding smite, speak with plants* 

*Spells gained from the Primal Awareness ability 


Alert. Erdan gets a +5 bonus to initiative rolls, can not be surprised while conscious, 
and other creatures don’t have advantage on attack rolls as a result of being unseen 
by him. 


Lands Bound. Erdan can move through non magical difficult terrain without using 
extra movement. He can also pass through any non magical or magical hazardous 
plants which would otherwise impede his movement, by having advantage on any 
saving throw against any such spell, for example the entangle spell. 


Nature's Cloak (4/Day). As a bonus action, Erdan can magically become invisible, 
along with any equipment he is wearing or carrying until the start of his next turn. 


Hunter. As a skilled ranger Erdan can traverse any forest and fight any foe. In combat 
Erdan has the following features which he can use at will: 
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Horde Breaker. Erdan can once on each of his turns when making an weapon 
attack, make another attack with the same weapon against a different creature that 
is within 5 feet of the original target and within range of his weapon. 

Multiattack Defense. Any time when a creature hits Erdan with an attack, he gains 
a +4 bonus to AC against any subsequent attacks made by that creature for the rest of 
the turn. 

Whirlwind Attack. Erdan can use an action to make a melee attack against any 
number of creatures within 5 feet of him, with separate attack rolls for each target. 


Actions 


Multiattack. Erdan Darante can make two attack with his longbow or three melee 
attacks with his shortsword and longsword. While Erdan wields his longsword in one 
hand and his shortsword in the other he can attack three times, one with his long 
sword and two with his shortsword. 


Shortsword. Melee weapon attack: +7 to hit, reach 5 ft., Finesse, Light, one target. 
Hit: 6 (1d6 + 3) piercing damage. 


Sunsword,. Melee weapon attack: +9 to hit, reach 5 ft., Versatile (1d10), one target. 
Hit: 7 (1d8 + 5) radiant damage, or 8 (1d10 + 5) radiant damage if Erdan uses two 
hands, plus and additional 4 (1d8) radiant damage to undead. 


Longbow. Ranged weapon attack: +7 to hit, range 150/600 ft., one target. 
Hit: 7 (1d8 + 3) piercing damage. 


Bonus Actions 


Silverleaf Blessing. Erdan can cast the message spell at will which lasts for 4 rounds 
and does not require any spell components to cast. Furthermore, he can target any 
creature he has talked to before and has the same ability, the range increase to 1 
mile and can go through solid objects of non-magical origins. 


Chumvi Konohamaru Vashkartsen 

| was born when Strahd von Zarovish was at his peak of reign. My father, a human 
sorcerer and my mother, an elf sorcerer, were killed by Strand right in front of me 
when | was 8 years old. Traumatized, | vowed to end the life of Strahd. | trained hard, 
Day in and day out. | trained in the way my father was, the Way of the Shadow, | 
became very good. | woke up one day with a pain in the back of my head. Once my 
senses came to me, | realized | was in a a tomb or a shrine of some sort with no food 
nor water, | somehow survived a week in the tomb. | was about to lose hope when | 
heard a voice. A few voices... 

Cumvi meets the fated adventure party of Erdan Darante and Syllin Stangnosa in the 
Amber Temple. Cumvi joins them and together they proceed to slay Strahd in Castle 
Ravenloft. In the catacombs of Ravenloft Chumvi came upon a Staff of Power 


Erdans Homebrew: Dungeons & Dragons® 


81 


encrypted in a tomb. Since then Chumvi has considered the staff his most prized 
possession. After his adventures and the founding of the Council, Chumvi has turned 
to researching undead. Currently Chumvi abides his time in the Council Hall and 
Libraries of AlVore Section 4. Chumvi rarely goes on missions and can be found sitting 
in a corner of the hall or in his quarters reading a book or fidgeting with some spells. 


Chumvi in battle: 


The wizard lifted his staff into the air, his sleeve folding down to his elbow, 
muttering arcana syllables all the while, before plunging the staff into the soft 
earth. From the staff a huge wave of force sweeps out, picking up loose rocks and 
flattening any grass, as it rapidly tumbles toward the shambling horde of advancing 
undead. The mindless undead practically walk into the wave as it rolls over them, 
crushing and tossing mangled and broken bodies in a spray. 

The undead are quick to continue their strive toward the wizard, who is already is 
deep into casting, and deep in concentration for another devastating spell. The 
wizard remains steady and calculated while the drove of undead quickly make 
ground. Fifty feet from the wizard he twirls his staff three times around his head, 
for the last rotation he brings it to his hip and aims for the rank of undead. Dozens 
of blasts of light shoot from the tip of the staff, the wizard sending them in a full 
circle around him, dozens of unfortunate undead get squarely hit. Each undead 
which took a dart of light suddenly topples as a series of inner explosions tear 
through their bodies, slumping to the ground to add to the growing mound of still 
bodies... 


Ranking & Position. Council Founder, Council Druid, Master Keeper, Loremaster, & 
Masked Member (unlisted in Chapter 3) 

Alignment. Chaotic Neutral 

Personality Traits. “l am very, very secretive and don’t show off my true powers to 
anyone until it is absolutely necessary.” 

Ideal. “Knowledge. The more | can learn about magic the more powerful | can 
become.” 

Bond. “The Council of Erdan is my home since | have never known a home until 
after | met Erdan.” 

Flaw. “Il practice necromancy from time to time, how can one learn about undead if 
he does not work with them.” 

Appearance. eyes- dark, skin- pale, hair- black, height- 5’ 8”, weight- Unknown, 
age- Unknown 


Chumvi Konohamaru Vashkartsen 
Medium humanoid (half-elf), chaotic neutral 


Hit Points 81 (10d6 + 26) 
Speed 30 ft. 
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STR DEX CON INT wis CHA 
8 (-1) 14 (+2) 16 (+3) 10 (+0) 12 (+1) 18 (+4) 


Saving Throws- Con +7, Cha +8 (+2 to all saves) 

Skills-Insight +5, Deception +8, Perception +5, Stealth +6 

Senses- darkvision 120 ft., passive perception 15 

Languages- Common, Elvish, Undercommon, Goblin, Halfling, Laeveneth 
Challenge 10 (5,900 xp) 


Special Equipment. Chumvi has a Brooch of Erdan and a Staff of Power on his person, 
and uses it accordingly. 


Brooch of Erdan. While Chumvi wears the brooch of Erdan pined to his cloak he gains 
the following benefits: 
e Hecan cast the Rary’s Telepathic Bond spell without material components as 
an action once per day. This ability is regained daily at dawn. 
e Chumvi cannot be turned undead and is resistant to necrotic damage. 
e Asan action, Chumvi can cast the Dimensional Door spell only on himself. 
Instead of moving 100 feet in a chosen direction the he can teleport directly 
through the Rune Gate in the Domain of Silverleaf. 


Fey Ancestry. Chumvi has advantage on saving throws against being charmed, and 
magic can’t put him to sleep. 


Eyes of the Dark. Chumvi has darkvision with a range of 120 feet. 

Additionally, he knows the darkness spell, which doesn't count against his number of 
sorcerer spells known. He can also cast it by spending 2 sorcery points or by 
expending a spell slot. If he casts it with sorcery points, he can see through the 
darkness created by the spell. 


Strength of the Grave. Chumvi exists in a twilight state between life and death 
makes him difficult to defeat. When damage reduces him to 0 hit points, he can make 
a Charisma saving throw (DC 5 + the damage taken). On a success, Chumvi instead 
drop to 1 hit point. He can't use this feature if he is reduced to 0 hit points by radiant 
damage or by a critical hit. 

After the saving throw succeeds, he can't use this feature again until you he finishes 
a long rest. 


Hound of Ill Omen. Chumvi gains the ability to call forth a howling creature of 
darkness to harass his foes. As a bonus action, he can spend 3 sorcery points to 
summon a hound of ill omen to target one creature he can see within 120 feet of him. 
The hound uses the dire wolf's statistics (see the Monster Manual or Appendix C in the 
Players Handbook), with the following changes: 
e The hound is size Medium, not Large, and it counts as a monstrosity, not a 
beast. 
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e It appears with a number of temporary hit points equal to 5. 
e It can move through other creatures and objects as if they were difficult 
terrain. The hound takes 5 force damage if it ends its turn inside an object. 
e At the start of its turn, the hound automatically knows its target's location. If 
the target was hidden, it is no longer hidden from the hound. 
The hound appears in an unoccupied space of Chumvi’s choice within 30 feet of the 
target. He rolls initiative for the hound. On its turn, it can move only toward its 
target by the most direct route, and it can use its action only to attack its target. The 
hound can make opportunity attacks, but only against its target. Additionally, while 
the hound is within 5 feet of the target, the target has disadvantage on saving throws 
against any spell he casts. The hound disappears if it is reduced to 0 hit points, if its 
target is reduced to 0 hit points, or after 5 minutes. 


Font of Magic. Chumvi taps into a deep wellspring of magic within himself. This 
wellspring is represented by sorcery points, which allow him to create a variety of 
magical effects. 

Sorcery Points. Chumvi has 10 sorcery points. He regains all spent sorcery points 
when he finishes a long rest. 

Flexible Casting. Chumvi can use his sorcery points to gain additional spell slots, or 
sacrifice spell slots to gain additional sorcery points. 

e Creating Spell Slots. Chumvi can transform unexpended sorcery points into one 
spell slot as a bonus action on his turn. The Creating Spell Slots table shows the 
cost of creating a spell slot of a given level. You can create spell slots no higher 
in level than 5th. Any spell slot you create with this feature vanishes when you 
finish a long rest. 

o Spell Slot Level — Sorcery Point Cost 


o Ist—2 
o 2nd —3 
o 3rd—5 
o 4th—6 
o 5th—7 


e Converting a Spell Slot to Sorcery Points. As a bonus action on Chumvi’s turn, 
he can expend one spell slot and gain a number of sorcery points equal to the 
slot's level. 


Metamagic. Chumvi has the following metamagic abilities. He can use only one 
Metamagic option on a spell when he casts it, unless otherwise noted. 

Distant Spell. When Chumvi casts a spell that has a range of 5 feet or greater, he 
can spend 1 sorcery point to double the range of the spell. When he casts a spell that 
has a range of touch, he can spend 1 sorcery point to make the range of the spell 30 
feet. 

Empowered Spell. When Chumvi rolls damage for a spell, he can spend 1 sorcery 
point to reroll a number of the damage dice up to 4. He must use the new rolls. 
Chumvi can use Empowered Spell even if he has already used a different Metamagic 
option during the casting of the spell. 
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Twinned Spell. When Chumvi casta a spell that targets only one creature and 
doesn't have a range of self, he can spend a number of sorcery points equal to the 
spell's level to target a second creature in range with the same spell (1 sorcery point 
if the spell is a cantrip). To be eligible, a spell must be incapable of targeting more 
than one creature at the spell’s current level. For example, magic missile and 
scorching ray aren't eligible, but ray of frost and chromatic orb are. 


Shadow Touched. Chumvi’s exposure to the Shadowfell’s magic has changed him, 
granting him the following benefit. Chumvi knows the Invisibility and Disguise Self 
spell. He can cast each of these spells without expending a spell slot. Once he casts 
either of these spells in this way, he can't cast that spell in this way again until he 
finishes a long rest. Chumvi can also cast these spells using spell slots he has of the 
appropriate level. The spells’ spellcasting ability for these spells is charisma. 


Spellcasting. Chumvi is a 10th-level sorcerer. His spellcasting ability modifier is 
Charisma (spell save DC 16, +10 to hit with spell attacks). Chumvi usually casts 
shadow blade* on his first turn in combat and has the following Sorcerer spells 

prepared: 


Cantrips (at will): chill touch, mage hand, ray of frost, shocking grasp, frostbite’, 
poison spray 

1st level (4 slots): ice knife*, absorb elements*, burning hands, ray of sickness 
2nd level (3 slots): shadow blade*, scorching ray 

3rd level (3 slots): catnap*, flame arrows*, stink cloud 

Ath level (3 slots): banishment 

5th level (2 slots): cloudkill 

*Spells found in Xanathar’s Guide to Everything 


Staff of Power. The staff has 20 charges for the following properties. The staff regains 
2d8 + 4 expended charges daily at dawn. If Chumvi expends the last charge, roll a 
d20. On a 1, the staff retains its +2 bonus to attack and damage roll but loses all 
other properties. On a 20, the staff regain 1d8 + 2 charges. 

Power Strike. When Chumvi hits with a melee attack using the staff, he can expend 
1 charge to deal an extra 1d6 force damage to the target. 

Spells. While holding the staff, Chumvi can use an action to expend 1 or more of its 
charges to cast one of the following spells from it, using his spell save DC and spell 
attack bonus: cone of cold (5 charges), fireball (5th-level version, 5 charges), globe 
of invulnerability (6 charges), hold monster (5 charges), levitate (2 charges), 
lightning bolt (5th-level version, 5 charges), magic missile (1 charge), ray of 
enfeeblement (1 charge), or wall of force (5 charges). 

Retributive Strike. Chumvi can use an action to break the staff over his knee or 
against a solid surface, performing a retributive strike. The staff is destroyed and 
releases its remaining magic in an explosion that expands to fill a 30-foot-radius 
sphere centered on it. 

He has a 50 percent chance to instantly travel to a random plane of existence, 
avoiding the explosion. If he fails to avoid the effect, he takes force damage equal to 


Erdans Homebrew: Dungeons & Dragons® 


85 


16 x the number of charges in the staff. Every other creature in the area must make a 
DC 17 Dexterity saving throw. On a failed save, a creature takes an amount of damage 
based on how far away it is from the point of origin, as shown in the following table. 
On a successful save, a creature takes half as much damage. 
Distance from Origin — Damage: 

e 10 ft. away or closer — 8 x the number of charges in the staff 

e 11 to 20 ft. away — 6 x the number of charges in the staff 

e 21 to 30 ft. away — 4 x the number of charges in the staff 


Actions 


Dagger. Melee weapon attack: +6 to hit, reach 5 ft., Finesse, Light, Thrown (20/60), 
one target. 
Hit: 4 (1d4 + 2) piercing damage. 


Staff of Power. Melee weapon attack: +5 to hit, reach 5 ft., Versatile (1d10), one 
target. 

Hit: 3 (1d8 - 1) bludgeoning damage, or 4 (1d10 - 1) radiant damage if Chumvi uses 
two hands, plus and additional 3 (1d6) force damage with Power Strike. 


Light Crossbow. Ranged weapon attack: +6 to hit, range 80/320 ft., one target. 
Hit: 6 (1d8 + 2) piercing damage. 


Bonus Actions 


Silverleaf Blessing. Chumvi can cast the message spell at will which lasts for 4 rounds 
and does not require any spell components to cast. Furthermore, he can target any 
creature he has talked to before and has the same ability, the range increase to 1 
mile and can go through solid objects of non-magical origins. 


Syllin Stagnosa 


Syllin was the result of a relationship between a Dusk elf man exile, and a noble 
human woman. His first name was Sam, but he changed it later. He started to live in 
the city, but didn’t like the activity and the velocity at which things moved. He then 
went to the forest, and started to learn the way of the wild animals. That is where he 
saw the golden deer. He saw 7 wolves attacking the deer, and they would have killed 
it. Syllin cut the wolves off and held them off until the deer could escape. 

When he was resting the next night he woke up and saw the deer. It morphed into a 
man who’s name was Sillvanus. He started to follow Sillvanus’s way, but decided that 
he didn’t want to give up the prospect of metal, so Sillvanus dubbed him as a holy 
paladin, with the quest to kill the vampire Strahd, which had sent the wolves to kill 
Sillvanus, and almost succeed, do the immortal venom coated on the wolves’ teeth. 
After that moment he changed his name to Syllin. That is when he heard battle on the 
road, and turned to investigate. He saw a battle between a party of adventurers and 
wolves, one of which he recognized due to the exact placement of the missing ear eye 
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and tongue, which he himself had taken away when the wolf attacked Sillvanus. After 
seeing a goblin fall to the wolves and die protecting his friends, Syllin decided to help 
and heal the party, in respect for killing the wolves. He never thought that they would 
want to kill Strahd too. 

Ranking & Position. Council Founder & Major Council Guard 

Alignment. Lawful Neutral 

Personality Traits. “l favor wood over stone and plants over metal.” “I’m always 
picking up things, fidgeting with them, and sometimes accidentally breaking them.” 

Ideal. “Nature. The natural world is always more important than all the 
constructions of civilization.” 

Bond. “The Council of Erdan is my second home after Strahd destroyed my first. 
The Council is the only group of people between Strahd’s evil and the worlds good.” 

Flaw. “Don’t expect me to save those who can’t save themselves. It is nature’s way 
that the strong thrive and the weak perish.” 

Appearance. eyes- silver, skin- tan, hair- dirty blond, height- 6’ 5”, weight- 160, 
age- 25 


Syllin Stagnosa 


Medium humanoid (dusk half-elf), lawful neutral 


Armor Class 16 (leather and a wooden shield, +4 with Defensive Dualist) 
Hit Points 65 (10d10 + 10) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
18 (+4) 14 (+2) 12 (+1) 8 (-1) 10 (+0) 18 (+4) 


Saving Throws- Wis +4, Cha +8 

Skills- Athletics +8, Insight +4, Persuasion +8, Perception +4, Intimidation +8, Survival 
+4 

Immunities- Disease 

Senses- darkvision 60 ft., passive perception 14 

Languages- Common, Elvish, Dwarvish, Laeveneth 

Challenge 10 (5,900 xp) 


Special Equipment. Syllin has the following equipment on his person, and uses it 
accordingly: Brooch of Erdan, Holy Symbol of Ravenkind, and Vorpal Longsword. 


Brooch of Erdan. While Syllin wears the brooch of Erdan pined to his cloak he gains 
the following benefits: 
e He can cast the Rary’s Telepathic Bond spell without material components as 
an action once per day. This ability is regained daily at dawn. 
e Syllin cannot be turned undead and is resistant to necrotic damage. 
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e Asan action, Syllin can cast the Dimensional Door spell only on himself. Instead 
of moving 100 feet in a chosen direction the he can teleport directly through 
the Rune Gate in the Domain of Silverleaf. 


Holy Symbol of Ravenkind. The holy symbol is a platinum amulet shaped like the sun, 
with a large crystal embedded in its center. The holy symbol has 10 charges for the 
following properties. It regains 1d6 + 4 charges daily at dawn. 

Hold Vampires. As an action, Syllin can expend 1 charge and present the holy 
symbol to make it flare with holy power. Vampires and vampire spawn within 30 feet 
of the holy symbol when it flares must make a DC 15 Wisdom saving throw. On a failed 
save, a target is paralyzed for 1 minute. It can repeat the saving throw at the end of 
each of its turns to end the effect on itself. 

Sunlight. As an action, Syllin can expend 5 charges while presenting the holy symbol 
to make it shed bright light in a 30-foot radius and dim light for an additional 30 feet. 
The light is sunlight and lasts for 10 minutes or until he ends the effect (no action 
required). 


Fey Ancestry. Erdan has advantage on saving throws against being charmed, and 
magic can’t put him to sleep. 


Defensive Duelist. When Syllin is wielding a finesse weapon with which he is 
proficient and another creature hits him with a melee attack, he can use his reaction 
to add +4 to his AC for that attack, potentially causing the attack to miss him. 


Shield Master. Syllin uses shields not just for protection but also for offense. He gains 
the following benefits while wielding a shield: 

e If Syllin takes the Attack action on his turn, he can use a bonus action to try to 
shove a creature within 5 feet of him with his shield. 

e If he isn't incapacitated, Syllin can add +2 to any Dexterity saving throw he 
makes against a spell or other harmful effect that targets only him. 

e If Syllin is subjected to an effect that allows him to make a Dexterity saving 
throw to take only half damage, he can use his reaction to take no damage. If 
he succeeds on the saving throw, interposing his shield between himself and 
the source of the effect. 


Divine Sense. The presence of strong evil registers on Syllin’s senses like a noxious 
odor, and powerful good rings like heavenly music in his ears. As an action, Syllin can 
open his awareness to detect such forces. Until the end of his next turn, he knows the 
location of any celestial, fiend, or undead within 60 feet of him that is not behind 
total cover. Syllin know the type (celestial, fiend, or undead) of any being whose 
presence he senses, but not its identity (the vampire Count Strahd von Zarovich, for 
instance). Within the same radius, he also detects the presence of any place or object 
that has been consecrated or desecrated, as with the hallow spell. 

Syllin can use this feature 5 times. When he finishes a long rest, Syllin regains all 
expended uses. 
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Lay on Hands. Syllin’s blessed touch can heal wounds. He has a pool of healing power 
that replenishes when he takes a long rest. With that pool, Syllin can restore up to 50 
hit points. As an action, he can touch a creature and draw power from the pool to 
restore a number of hit points to that creature, up to the maximum amount remaining 
in your pool. 

Alternatively, Syllin can expend 5 hit points from his pool of healing to cure the 
target of one disease or neutralize one poison affecting it. He can cure multiple 
diseases and neutralize multiple poisons with a single use of Lay on Hands, expending 
hit points separately for each one. This feature has no effect on undead and 
constructs. 


Dueling. When Syllin is wielding a melee weapon in one hand and no other weapons, 
he gains a +2 bonus to damage rolls with that weapon. 


Spellcasting. Syllin is a 10th-level spellcaster. His spellcasting ability modifier is 
Charisma (spell save DC 16, +8 to hit with spell attacks). Syllin has the following 
Paladin spells prepared: 


1st level (4 slots): cure wounds, detect magic, searing smite, shield of faith, 
ensnaring strike*, speak with animals* 

2nd level (3 slots): branding smite, lesser restoration, misty step*, moonbeam* 
3rd level (2 slots): daylight, crusader’s mantle, remove curse, plant growth*, 
protection from energy* 

*Spells gained from paladin Oath of the Ancients 


Divine Smite. When Syllin hits a creature with a melee weapon attack, he can expend 
one spell slot to deal radiant damage to the target, in addition to the weapon's 
damage. The extra damage is 2d8 for a 1st-level spell slot, plus 1d8 for each spell 
level higher than 1st, to a maximum of 5d8. The damage increases by 1d8 if the 
target is an undead or a fiend. 


Aura of Protection. Whenever Syllin or a friendly creature within 10 feet of him must 
make a saving throw, the creature gains a bonus to the saving throw equal to +4. 
Syllin must be conscious to grant this bonus. 


Channel Divinity. Syllin’s oath allows him to channel divine energy to fuel magical 
effects. When he uses his Channel Divinity, Syllin chooses which option to use. He 
must then finish a short or long rest to use your Channel Divinity again. Syllin’s 
Channel Divinity DC equals 16. He has the following Channel Divinity options: 

Nature’s Wrath. Syllin can use his Channel Divinity to invoke primeval forces to 
ensnare a foe. As an action, he can cause spectral vines to spring up and reach for a 
creature within 10 feet of him that he can see. The creature must succeed ona 
Strength or Dexterity saving throw (its choice) or be restrained. While restrained by 
the vines, the creature repeats the saving throw at the end of each of its turns. Ona 
success, it frees itself and the vines vanish. 
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Turn the Faithless. Syllin can use his Channel Divinity to utter ancient words that 
are painful for fey and fiends to hear. As an action, he presents his holy symbol, and 
each fey or fiend within 30 feet of him that can hear him must make a Wisdom saving 
throw. On a failed save, the creature is turned for 1 minute or until it takes damage. 

A turned creature must spend its turns trying to move as far away from Syllin as it 
can, and it can't willingly move to a space within 30 feet of him. It also can't take 
reactions. For its action, it can use only the Dash action or try to escape from an 
effect that prevents it from moving. If there's nowhere to move, the creature can use 
the Dodge action. If the creature's true form is concealed by an illusion, 
shapeshifting, or other effect, that form is revealed while it is turned. 


Aura of Warding. Ancient magic lies so heavily upon Syllin that it forms an eldritch 
ward. Syllin and friendly creatures within 10 feet of him have resistance to damage 
from spells. 


Actions 


Extra Attack. Syllin can make two attacks on each of his turns as part of his attack 
action. 


Vorpal Sword (longsword). Melee weapon attack: +11 to hit, reach 5 ft., Versatile 
(1d10), one target. 

Hit: 11 (1d8 + 7) slashing damage, or 12 (1d10 + 7) slashing damage if Syllin uses two 
hands. All attacks with the Vorpal Sword ignore resistance to slashing damage. When 
Syllin attacks a creature that has at least one head with this weapon and roll a 20 on 
the attack roll, he cuts off one of the creature's heads. The creature dies if it can't 
survive without the lost head. A creature is immune to this effect if it is immune to 
slashing damage, doesn't have or need a head, has legendary actions, or the DM 
decides that the creature is too big for its head to be cut off with this weapon. Such a 
creature instead takes an extra 6d8 slashing damage from the hit. 


Javelins. Ranged weapon attack: +8 to hit, range 30/120 ft., one target. 
Hit: 7 (1d6 + 4) piercing damage. 


Bonus Actions 
Silverleaf Blessing. Syllin can cast the message spell at will which lasts for 4 rounds 
and does not require any spell components to cast. Furthermore, he can target any 


creature he has talked to before and has the same ability, the range increase to 1 
mile and can go through solid objects of non-magical origins. 
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Immeral “Variz” Sunstar 

Immeral Sunstar was born in Evermeet, 
the Island of the Elves. He was born in his 
parents villa and was raised as a single 
child by his father. His mother had died to 
and unknown cause when he was very 
young. Throughout his childhood he lived in 
a wealthy lifestyle, studying and reading 
books most of his days instead of playing 
outside with other elves. He had forgotten 
most of his childhood memories, but he did 
remember being friendless and only his 
fathers books as company. 

Immeral joined the Council when he 
found out it fought against the rise of 
undeath, including the curse of vampirism. 
After fighting in the Councils name he rose 
to the High druid for his majestic talent in 
magic. Even though he was a wizard and 
did not fuel his magic through nature he 
still was placed into the druidic branch by 
Erdan Darante, one of the few trustful 
friends he ever told to about his cursed 
condition. Being an elf he strives to use the 
Council as a way to learn his hereditary 
condition. While Immeral spent his time in Daggerford he contacted his son, which 
was a result of an old affair, and with him in tow as a wizard apprentice Immeral 
followed a clue to his heretical question in Baldur’s Gate. 

Immeral last made contact with the Council in 1492 DR after his visit to 
Candlekeep. Soon after nothing was heard from Immeral Sunstart and his adventuring 
party, which included his son Rael. Erdan Darante seems not to worry too much about 
Immeral’s absence although the gold elf’s time of return and whereabouts are 
unknown. Furthermore, Immeral was known to his closest friends as Variz which was a 
mysterious nickname he gave himself. 

Immeral was of average build for an elf and did not show any signs of his vampiric 
blood. Immoral was clearly recognizable as a gold elf and used his elven appearance 
to blend in with the common group of adventurers. Under his cloak he were the plain 
pants and shirt of a Daggerford make, along with a suit of leather armor on top. His 
only recognition of being a Council druid was his earthen tones of color he wore and 
his small electrum Council of Erdan brooch. Immeral sometimes appeared vampiric 
under the full moon or darkness where his eyes and features twisted. 

Ranking & Position. Council Founder, Major Council Druid, Master Keeper, Master 
Herald, Loremaster, & Masked Member (unlisted in Chapter 3) 

Alignment. Chaotic Neutral 

Personality Traits. “l am horribly, horribly awkward in social situations.” “I always 
am patient and calculated in everything | do.” 


“The Hunt Begins” 


Caption: Immeral Sunstar. Charles Urbach 
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” 


Ideal. “Knowledge. The path to power and self improvement is through knowledge. 

Bond. “I’ve been searching my whole life for the answers to a certain question | 
have about by heritage. And the Council of Erdan is the key to it.” 

Flaw. “I will put my own life in danger just to find even parts of the answer to my 
questions.” 

Appearance. eyes- black (with a purple reflection in direct moonlight), skin- pale 
bronze, hair- golden, height- 5’ 2”, weight- 110, age- 152 


Immeral “Variz” Sunstar 
Medium humanoid (gold elf quarter vampyr), Chaotic Neutral 


Armor Class 15 (19 with Bladesong, +5 with shield) 
Hit Points 28 (6d6 + 7) 
Speed 30 ft. (40 ft. with bladesong) 


STR DEX CON INT WwIs CHA 
10 (+0) 16 (+3) 10 (+0) 18 (+4) 12 (+1) 8 (-1) 


Saving Throws- Int +7, Wis +3 

Skills- Arcana +7, History +7, Investigation +7, Nature +7, Performance +7 
Senses- darkvision 60 ft., passive perception 11 

Languages- Common, Elvish, Gnomish, Halfing, Infernal, Laeveneth 
Challenge 6 (2,300 xp) 


Special Equipment. Immeral has a Spellbook on his person, and uses it to prepare and 
cast his spells. 


Brooch of Erdan. While Immeral wears the brooch of Erdan pined to his cloak he 
gains the following benefits: 
e He can cast the Rary’s Telepathic Bond spell without material components as 
an action once per day. This ability is regained daily at dawn. 
e Immeral cannot be turned undead and is resistant to necrotic damage. 
e Asan action, Immeral can cast the Dimensional Door spell only on himself. 
Instead of moving 100 feet in a chosen direction the he can teleport directly 
through the Rune Gate in the Domain of Silverleaf. 


Spellcasting. Immeral is a 6th-level spellcaster. His spellcasting ability modifier is 
Intelligence (spell save DC 15, +7 to hit with spell attacks). Immeral casts shield on 
himself in combat when he gets hit unless he uses his Fighting Initiate reaction. 
Immeral has the following Wizard spells prepared: 


Cantrips (at-will): booming blade, green-flame blade, minor illusion, ray of frost 


Erdans Homebrew: Dungeons & Dragons® 


92 


1st level (4 slots): comprehend languages, detect magic, find familiar, tasha’s caustic 
brew, shield*, thunderwave, unseen servant, feather fall, tasha’s hideous laughter, 
magic missile, disguise self, sleep, identify 

2nd level (3 slots): misty step*, mirror image*, cloud of daggers, darkvision 

3rd level (3 slots): leomund’s tiny hut, vampiric touch, blink*, fireball 

*Immeral casts green-flame blade or booming blade with each weapon attack in 
combat. 


Arcana Recovery (Once after a Short or Long Rest). Immeral can regain up to three 
1st-level, one 2nd-level, or one 3rd-level expended spell slots. 


Bladesong (3/Long Rest). As long as Immeral does not don a shield, medium armor, or 
heavy armor he can use a bonus action to active the Bladesong. The Bladesong lasts 
for 1 minute giving Immeral the following benefits as long as he does not don heavy 
armor, medium armor, a shield, or uses two hands to attack with his weapon: 

e Immeral’s AC increases to 18. 

e Immeral’s speed increase to 40 ft. 

e Immeral gains advantage on his Dexterity (Acrobatics) checks. 

e Immeral gains a +4 on any Constitution saving throws to maintain concentration 

on a spell. 


Fighting Initiate. When a creature Immeral can see hits a target, other than him, 
within 5 feet of him, he can use his reaction to reduce the damage of that attack by 
1d10 + 3. 


Spellbook Formulas (Once after a Long Rest). Immeral can switch any of his catrips 
with the mage hand spell and vise versa. 


Actions 


Multiattack. Immeral can make two attack with his shortbow, shortsword, or 
quarterstaff. For Immeral’s Bladesong to be active, he ust wield his quarterstaff or 
shortsword in one hand and no other weapon in his offhand. 


Shortsword. Melee weapon attack: +6 to hit, reach 5 ft., Finesse, Light, one target. 
Hit: 6 (1d6 + 3) piercing damage, plus 9 (2d8) thunder damage with booming blade or 
4 (1d8) fire damage to the target and 8 (1d8 + 4) fire damage to another creature 
within 5 feet of the target with green-flame blade. 


Quarterstaff. Melee weapon attack: +3 to hit, reach 5 ft., Versatile (1d8), one 
target. 

Hit: 3 (1d6) bludgeoning damage, plus 9 (2d8) thunder damage with booming blade or 
4 (1d8) fire damage to the target and 8 (1d8 + 4) fire damage to another creature 
within 5 feet of the target with green-flame blade. 


Shortbow. Ranged weapon attack: +6 to hit, range 80/320 ft., one target. 
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Bonus Actions 


Silverleaf Blessing. Immeral can cast the message spell at will which lasts for 4 
rounds and does not require any spell components to cast. Furthermore, he can target 
any creature he has talked to before and has the same ability, the range increase to 1 
mile and can go through solid objects of non-magical origins. 
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Appendix D: Maps 
The following maps depict the halls and rooms Erdan walks and the seat of the 
council. Also the council always has an abundance of food from forests all over the 
material plane. 
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None shall defy the Crest of Erdan! 


|, Erdan Darante, have gone into a place with unimaginable amounts of long history 
and lore which has been whisked away into the darkest deepest corner of the 
Shadowfell by the evilest undead | have ever came against. 
Strahd von Zarovich. 


My hatred for all undead and ruination of so many lives by these desouled creatures 
has built these very stones and halls | have built in the name of the Council. 


In my last fight against Strahd | had felt a powerfully natural driven rage which every 
living being should feel against their undead enemies in battle. When Strahd swiped 
the head off my closest half-elf adventure partner and reached for the Holy Symbol 

of Ravenkind, just seeing such a pure relic in his undead grasp, made me bring my 
radiating Sun Sword down with natural rage and power that | severed the holy 
symbol out of his evil claws and far out away from his evil presence. 
This same rage still rises in me when | strive into battle against undead. 


With this rage every man, woman, and being of nature shall crush these nature 
defying monsters! 
And under the Crest of Erdan we all stride forth to rid the world of this evil! 


-Erdan Darante’s speech at the Council's first seat in the Daggerford area 
1491 DR 
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Change Log/Updates 

Feb 2023: The preview of The Council of Erdan is available on Patreon. 
https: //www.patreon.com/posts/sneek-peek-on-79009501 

Mar 2023: First video promotions, features The Council of Erdam on YouTube. 
https: //youtu.be/dCZbqYP_gD8 

May 2023: Exclusive access on Patreon to the full chapter of The Council of Erdan. 
https: //www.patreon.com/posts/council-of-erdan-82623446 

May 2023 (1.0): The Council of Erdan is published on DMs Guild. The complete PDF 

features the following. 

e B&W Maps of the Domain of Silverleaf and the Council Hall. 

e Chapters detailing history, formation, functions, rules and privileges, and 
purpose of the Council. The Domain of Silverleaf, Planar Travelers, the Library 
of Al’ore, detailed keys to the maps. Between all of this content many new 
rules and sidebars cover the surface of the Council of Erdan 
faction/organization. 

e Appendices also include a previously featured The Great Old Oak warlock 
patron, magical items, spells, and statistics blacks for NPCs. 

Jun-Aug 2023 (v 1.1): In this update, the PDF will feature the following new/renewed 
content in addition to the first versions list. 

e Grammar corrections & minor spelling edits. 

e New expansions to each Appendix as well as a few new Council Chancellor 
members. 

e New positions and ranks 

e Addition to the Notable Guests and Merchants and Notable Council members 
and Individuals tables. 

e New content added to the list of books and items archived in the Libraries of 
AlVore (featured in the Hispaniola Spelljamming Ship). 

Aug-Nov 2023 (v 1.2): This update will feature the following new additions and 
improvements: 

e Spelling and grammar corrections. 

Colored Maps in Appendix D. 

New listings of items & books in the Libraries of Al’ore Chapter 
New ranks and positions in the About the Council Chapter 

And expanded features throughout the PDF. 
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